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THE MAJOR EVENT! 



So what is the 'major event' thai I left you pondering last 
issue? Well, from the next issue, we hit the big time with full 
newsstand distribution throughout the UK and, eventually 
overseas. The summer will be spent frantically preparing for 
this launch and praying that it all works out! We have signed 
an agreement with the largest independent newsstand 
distributor and now all we need to do is make everyone, public 
and newsagents alike, aware that we exist. One of the problems 
is that PAGE 6 does not mean anything to those who don't 
know (there are going to be some sorely disappointed first time 
buyers who expect two sets of boobs!) so we have extra work in 
educating Atari owners who have not come across us before. If 
we were called Atari World, or something similar, it would be 
easier but we are not and, nearly five years on, w T e are not 
changing names now! If you fancy helping out, there is 
something you can do. Just get all your non-subscribing 
friends to walk into their local W.H.Smith and ask them if 
they are going to be stocking PAGE b from September. Tell 
them it is distributed by Seymour and maybe we will sell more 
than a few of our first 'newstand* issue. 

If you arc worried that PAGE rj might deteriorate into 
another run of the mill magazine full of 'read it on the train 
and throw it away' articles* don't. We will introduce a few 
more 'casual* features but intend to continue with the long 
reviews, long listings, utilities and more serious articles which 
we believe dedicated Atari users want. If we fail to attract the 
casual user* so be it. At least they, and you, will continue to 
have the choice One thing we must do is plan ahead more, 
hence the l Wanted T ads elsewhere. Hopefully we will hear 
from you if you have anything to contribute. Don't be shy! 

Finally, don't run away with the idea that big time 
distribution means that we will be sitting back in luxury for 
the rest of our lives! It doesn't quite work like that, believe me! 
In tact, it' we don't get it right, the reverse is more likely to 
happen, and if we can't get the shops aware of the magazine, 
within a limited promotional budget, you might well be the 
lucky owners of the last few PAGE 6's! So, stroll into your 
newsagent and do your bit and PAGE rj will be around as long 
as Atari! 

A DEAL WITH ANTIC 

We have recently reached an agreement with the 
American magazine ANTIC whereby we can re-print 
programs and articles from their previous issues and likewise 
they can rc-print from PAGE 6. This, I believe, will be of 
benefit in many ways. Firstly, it will enable you to see some of 
the best programs and articles from the United States which 
you might otherwise never see and, secondly, it will give 
PAGE 6 greater exposure and credibility in the world at large. 
Additionally it will enable contributors to gain the pleasure of 
seeing their work published in one of the most respected Atari 
magazines in the world. What an ego trip! 

Readers who already get ANTIC might not be so thrilled 




with this news, but let me assure you that PAGE 6 will not 
become a 'reprint service' for ANTIC nor, I am sure, will 
ANTIC copy PAGE 6 wholesale. We each will retain our 
individual style and PAGR 6 will be only reprint items which 
we feel will be of wide interest to our readers. The fact is that 
the majority of our readers do not read ANTIC and therefore 
will now have access lo even more Atari material. The aim of 
PAGE 6 has always been to 'explore ATARI computing 
through the exchange of information and knowledge' and now 
readers will have access to a little more. 



COMPUTER SUPPORT OR COMPUTER 
COWBOYS? 

■ 

Several Readers seem to have lost money in recent 
months with Computer Support. So have we. The last time I 
spoke to John Lawson of Computer Support he spun me a 
yarn about not being able to keep up with orders, moving to 
new and better premises and getting the bank to help with 
expansion, Load of bull, it seems, as he happily carried on 
cashing people's cheques and not sending the goods. What's 
more he didn't pay for the ads in PAGE o with which he got 
that money. So what can you do, if you sent Computer 
Support money and did not get anything in return? Very little, 
it seems. The classic remedy is to take action through the 
Small Claims Court, but if you do not succeed you merely 
loose a little more. Rather than tell render^ lo take this action 
without knowing whether it would be successful, we have tried 
ourselves. W r e failed. We have tried to trace Mr. Lawson at 
three different addresses without success. We have even had 
someone go down to the latest address in Gravesend only to 
find empty offices and be told by the people downstairs that 
they had never heard of Computer Support. Unfortunately, if 
you can't trace the company, there is no point in taking action 
in the Small Claims Court, the fee is non- recoverable. 

What you could do if you have lost money through 
Computer Support is write to me with full details. I can't 
promise that anything can be done but it may prove useful to 
know the full extent of readers' losses in case we can take any 
further action. In the meantime, if Mr Lawson is reading this, 
he might like to do the decent thing and refund people's 
money? 

Someone else to watch out Jim ■ \ I t rregory who 
advertised The Slave some issues ago. We did not lose out but 
have had several letters from readers who sent money off and 
have received nothing in return. 

Why do these people have to let everybody down? 
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SOFTWARE 

EXPRESS/HI 

514-516 Alum Rock Road, Alum Rock, Birmingham Tel.: 021-328 3585 




1029 



owners 



TEN "PRINT £14.35 (OIBK) 

A printer utility allowing 
you to print and edit fonts, 

dump graphic 8 screens, 
"Typesetter" compatible 



Mini 

/office 



£19.95 



(DISK) 

*Word Processor * Database* 
* Spreadsheet * Graphics * 

^Communications *Label Printer* 

VALUE 




PLEASE SEND ME YOUR PRICE LIST 
NAME „ ( 

■AX? ^5 R ES S J..JLI..J.I.LJLJ.LJLJL L ■ 

TEI 

IOWN...STD XL/XEQ NONED 




The First XLErt 




<W©RD 

9ROCESSOE&I 



Icon driuen t fast and friendly. 




f } CW Review May 87 
"Honestly believe it is the 
best word processor seen 
for the 8- bit ATARI* S. " 



SPECIAL OFFERS 



The Hulk (Disk) 
Sea Bandit (Cass & Disk) 
Pooyan ( Cass & Disk) 
Clowns and balloons ( Cass & Disk) 
Rosens brigade [Cass & Disk) 
Zaxxon (Cass & Disk) 
Scott Adams adventures (Disk . } 

ALL AT £5.00 EACH! 



514-516 Alum Rock Road, HOTLINE 

Alum Rock, Birmingham <ggfc 021 "328 3585 
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NEWS 



THAT'S WHAT IT SAYS! 



How can you tell that there are 
a lot of ex -Commodore people 
working for Atari? Easy, you just 
look at the new promotional litera- 
ture for the 130XE. Commodore 
have been saying that about Atari 
for years. Makes you feel kind of 
weird doesn't it, holding in your 
hand a magazine; that was entirely 
keyed in on a games machine? 
Maybe one day we'll have our own 
photo-setter but we'll have to wait 
until Atari buys out Linotron or 
Monotype. After all., what's the 
point in paying jC 2 ^ 000 f° r ■ 
machine that can't play Pacman? 




ATARI 130XE GAMES COMPUTER 

Perfect for the starting C(*mp<4ier owner is the Atari 130XK ccjmpuier line. 
F^rturintf a hu^e software library, many compatible add-ons and proven performance. 




AN ORIGIN-AL VENTURE 

One of the few companies still doing the PR bit in grand style is Micro- 
prose who sent us a cracking press release folder to announce their joint ven- 
ture in the UK with Origin Systems Inc. The press pack is full of superb 
posters, flyers, manuals, company info etc. all done in grand style to ensure 
that they get a good write up! I wish you could see it all! 

Regular readers of PAGE 6 will know all about the quality of Origin 
products from the recent review of Ultima IV and this is one of several pack- 
ages to be launched in the UK from July onwards. Others include AutoDuel, 
a futuristic car combat adventure based on the award winning Car Wars 
board game, and Ogre set on the battlegrounds of the 21st century with 
armoured footsoldiers righting it out with tactical nuclear weapons! Not an 
arcade game this., but a one or two player game of strategy, again based on a 
successful board game. Another title planned by Origin for the Atari is Moe- 
bius, an original fantasy role playing game with martial arts, sw T ord righting 
And magic set in a fantasy island kingdom. 

Origin products will be released on disk only at £19.95 for the 8 bit Atari 
and £24.95 for the ST. Most of the titles previously available for the Atari 8 
bit will be made available on the ST, 



MIRRORSOFT 
CONVERT 
TO 8 BIT 

Mirrorsoft's recent deal with 
American company Mind scape (see 
ST News) is not limited just to the 
ST, 8 bit versions of Mindscape 
titles, where available, will now be 
distributed by Mirrorsoft and they 
are to undertake a certain amount of 
conversion work themselves to 
bring other titles to the S bit 
market. 
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SOFTWARE 
SHORTS 



WELCOME 
TO THE 
LOST 
CONTINENT 



ITs pleasing to see another company supporting the Atari 8 bit market 
especially when they say 'there has been a great demand from retailers for 
ATARI software'! 

ATLANTIS software recently released two budget titles for the Atari, 
each at £2,99. PANIK is 'an arcade classic' first released on the Commodore 
and DEATH RACE features day and night driving, speeds of up to 300 mph 
and 'great graphics*! ATLANTIS are entering a difficult market where criti- 
cism is often levelled at conversions from other machines, so they are anxious 
to support Atari with original titles. The wider the base of software pro- 
ducers for the Atari in the UK, the better so if you have any original games to 
offer, why not give Carole Jones of ATLANTIS a ring? You can get her on 
01 771 8642, 




AT LAST THE AFFORDABLE 
PRINTER BUFFER 




Frontier Software of Harrogate who distribute the Supra Hard Disk 
Drives in the UK have also made available, perhaps the first really affordable 
printer buffer that will work with any computer already attached to a Centro- 
nics printer. 

The MicroStuffer printer buffer retails at just £49 .95 and has a full 64k 
of RAM to buffer any data sent to your printer thus freeing the computer for 
other work. Included is a self test and a rather unique 'Repeat' feature that 
□Hows the contents of the buffer to be reprinted as many times as required. 
Ideal for producing several copies of a document when you want to use the 
computer for something else. 

The MicroStuffer will work on all Atari models and is available from 
your local dealer or direct from Frontier Software, P.O. Box 1 1 3, Harrogate, 
North Yorkshire, HG2 OBE. 



Recently released by Firebird on their 
Silver £1.99 range is Chimera, widely 
respected on most other micros, a sort 
of arcade space adventure in which you 
need to destroy the space ship Chimera 
before it destroys the Earth. Also at 
£1.99 is Microrhyihm, a digitised 
drum kit which bears remarkable 
similarities to DigiDrum from 2 Bit 
Systems which is not surprising since it 
says on the label copyright 1 987 2 Bit 
Systems! 

Prism Leisure Corporation have 
acquired Addictive Games from Kevin 
Toms and their Football Manager is 
now available on the Atari for just 
£2.99. An ST version is promised later 
with enhanced graphics and gameplay 
for £14,95. 

Announced by US Gold from SSI are 
the strategy games Colonial Conquest 
at £24.99 and Wargamc Construction 
Set at £19.99. Both are on disk only. 
The former is a game of world 
domination for up to 6 players each 
controlling one of 6 countries whilst the 
-Wargame Construction Set is just that, 
make up your own games and show- 
how it should be done! 

Also from US Gold are Brodcrbund's 
'Electronic Novels* Mind wheel, Essex: 
and Brimstone. Each title comes with 
its own hard bound novel which is 
essential reading to be able to complete 
the game. Mindwhcel allows you to 
time travel into the minds of four 
deceased geniuses in a quest to retrieve 
the wheel of w isdom, whilst Essex takes 
place aboard the colossal starship Essex 
and is an adventure of intergalactic 
Search and rescue in a bid to save the 
Universe. Brimstone is more fantasy 
where you relive the ancient adventures 
of the Albion Manuscripts in the 
underworld realm of Ulro. All on disk 
at £24.99 each. 

Billed as the first Atari 3D chess game, 
Colossus 4 Chess was recently released 
by CDS Software and includes 
back-track facilities, a problem solving 
mode and handicapping amongst other 
features. Colossus 4 is a powerful 
program that, early in its career, beat 
24 other programs in a series of 16 
game matches. Can it beat you? £9.95 
for a cassette version or £14.95 for disk 
will let you find out. 
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MISSING GAMES 

Dear Page 6* 

As a reply to recent 
lexers that enquire why there 
are no Atari versions of 
certain games, I have some 
information that many Atari 
owners might like to know. 
Late last year I was asked by 
English Software to do a title 
page for COMMANDO (Elite 
Systems gave English 
Software the job of writing it). 
I completed the work and got 
paid for it but since I have 
heard nothing. 

I have an idea what might 
have happened. Either of the 
companies pulled out of the 
contract and then sold the 
game to Masrertronic who 
released it under the name of 
Gun Law, with new scenery 
and game play but keeping to 
the basic idea. 

Maybe this happens to 
other games? 

D, Clapson, Bournemouth 



SOME 

SUGGESTIONS 

Dear Page 6, 

I would like to 
congratulate: you on the 
quality of your magazine- The 
S-bit section is particularly 
good but I have one criticism. 
Some adventures reviewed by 
Garry Francis do not have any 
real distribution in this 
country and, as a result, will 
be played only by a small 
handful of readers. This 
seems a waste of Garry's 
talents. I appreciate that 
Garry has to get many of his 
adventures from the US but 
nevertheless feel that he 
should pay attention to what is 
available over here. 

The ST section is also 
good, although it seems to rely 
heavily on reviews. The 
ownership of the ST seems to 
be split between 'users' (the 
majority) and programmers. I 
am about to buy an ST and 
will join the latter category. 
Programmers seem to get 
short shrift from the 



BUSINESS 
GRAPHICS 

Dear Page 6, 

I have a suggestion for 
you for an article/program in 
Page 6. How about someone 
doing a business graphics 
program with options to 
display statistics as 
horizontal vertical bar charts, 
line graphs and pie charts? It 
should have an ability to add 
text to the screen and, of 
course^ be compatible with the 
1029 printer I There may be a 
use for some statistical 
analysis too? 

J.D. Collins, London 

That should be reasonably easy 
to write. Who is going to write 
it then? 



A TALE OF WOE 

Dear Les } 

Having owned an 8 bit 
system for over 5 years, T 
decided to stay with Atari and 
buy an ST. I went along to 
the rcccni Atari Show armed 
with my Access card and after 
checking the prices on offer I 
bought a 1040ST and Philips 
8833 monitor from a company 
called Gultronics. 

My delight lasted less 
than 24 hours at which poim 
the monitor decided to call it a 
day so I phoned the company 
and was told that I could have 
a replacement as long as T paid 
the carriage to return 1 1kg of 
monitor to them by courier! 
This I refused and after nearly 
a week it was agreed that a 
replacement would be sent. 
More phone calls and no 




magazines. If the magazine 
included more tutorial type 
articles of an advanced nature 
(not just copied from 
reference books'; then the 
balance would be restored. 

I hope your bear these 
comments in mind when 
preparing future issues. 

Malcolm Bremer... Da gen ham 

Thanks for the input. 
Comtructive criticism is always 
welcomed. I feel that one of the 
strengths of Garry Francis's 
column is the fact that he does 
cover some of the more obscure 
adventures, adventures which 
readers here might otherwise 
never know about, NO other 
U.K. magazine has covered the 
harder to find adventures a?id 
few, if any, cover any 
adventures in such depth. In 
many cases Garry gives you 
details of a supplier in the 
U.S. A. and there is no reason 
why you cannot order from 



them, it is just as easy and safe 
as buying from many U.K. mail 
order companies t particularly if 
you use a credit card. 

I tend to agree with your 
comments about the ST section } 
it is heavily dependent on 
reviews but the problem is 
finding writers for the 
'programming' side of the ST 
and finding subjects that will be 
of interest to more than a small 
minority. I hope that the series 
beginning this issue on using 
GEM with C begins to redress 
the balance. As always we are- 
happy to consider any well 
written articles on programming 
far any Atari machine. 



monitor. I finally gave up and 
contacted Access who will 
make Gultronics collect the 
goods at their expense, which 
they had previously refused to 
do. I also contacted Atari who 
said that Gultronics, who 
seem to be at every Atari 
show., were not an Atari dealer 
so there was nothing they 
could do. 

By the time you read this 
I hope to have a working 
system and hope that the 
company I purchase it from 
have a slightly better customer 
relations attitude. I would 
recommend that other readers 
use a credit card when 
purchasing goods as, at leastj 
you get some backup if not 
satisfied. 

N,J, Leonard j Bournemouth. 

Would you like me to come to 
Gultronics' defence? If you were 
discounting so heavily that you 
made only a few pounds profit 
on each item, you couldn't 
afford to provide a good after 
sales service either. The lesson is 
that you get what you pay for 
and by shopping for the 
cheapest price you take risks. I 
am sure that the established 
Atari retailers who charge 
recommended prices and 
provide full after sales service 
will have little sympathy. 
Many struggle to stay in 
business because of sales lost to 
The discount merchants and 
often end up helping out users 
with problems on equipment 
bought elsewhere. There are one 
or two good mail order Atari 
dealers and many good Atari 
retailers. Support them. You 
may pay a little more but you 
can then expect, and will 
probably get, the after sales 
service that should be provided. 
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Got anything interesting to talk 
about? Or some questions to ask? Or 
some tips to pass on? Write to 
Readers Write, PAGE 6, P.O. Box 
54 s Stafford ST16 1DR 



DATA STORAGE ON 
CASSETTE 

Dear Page 6, 

I have recently bought an 
Atari 800XL home computer. 
I ;im i, ■Lilly in the dark about 
computers, programming etc. 
I enjoy playing games but my 
friend says you can store 
information on cassettes from 
history notes to how my 
favourite football team did on 
Saturday. Is this possible? If 
so, how can I do it? 

Trevor Carolan, Dublin 

You can certainly ttSt cassettes 
to store any kind of data, the 
only restriction is that you 
cannot access the data 
randomly as you can from disk. 
Unfortunately there are not 
many commercial programs 
around thai support cassette 
storage for data and few 'user- 
programs. You will almost 
certainly need lo learn a little 
programming and write a 
simple routine yourself r The 

COME ON ATARI 

Dear Page 6, 

At the recent Atari Show 
I picked up a leaflet on the 
Atari stand promoting what 
Atari describe as the 1 30XE 
GAMES Computer. 

Come on Atari, what are 
you up to? 

Don't get me wrong, I 
don't think playing games on a 
computer is any Less of a valid 
use than any other. I enjoy 
playing games, as I am sure 
most users do, it is however 
certainly not the only way to 
use them. Some computers 
have the image of being 
educational tools, witness the 
BBC (nice BASIC, shame 
about the machine), 
overpriced and 
underpowered, but it sold 
because people could kid 
themselves that it would help 
their children's education. 

I am sure that most of us 
users of the Atari 8 bit 
machines have had to endure 



book Your Atari Computer is 
one of the few with a whole 
chapter devoted to the program 
recorder and this gives full 
details on haw to use the cassette 
for data storage and gives a 
sample mailing list program. 
An expensive book but, and I 
will keep saying it, one that 
every owner should invest in. 
Perhaps we could do a small 
tutorial in First Steps or 
elsewhere on using the cassette. 
Any interest? 

DELIVERING THE 
GOODS? 

Dear Les, 

Well, it is the day after 
the pilgrimage to the Atari 
Show and I must say it was 
the best one yet. 

I was very impressed 
with Atari's presence and with 
them 'delivering the goods 1 
with the Mega ST's and laser 
printer and the two PC 
models, I enjoyed the Atari 
promo videos and as the 
American patter enthused 



about the reborn company I 
felt a strong sense of pride in 
being an Atari owner and part 
of something that is gaining 
strength and momentum 
around the world. T feel that 
the next few years wilJ be as 
exciting and innovative us the 
late 70 'a and early 80' s if you 
upgraded to 16k you were 
probably doubling your RAM 
as well as your overdraft! 
Atari are now proving that 
leading edge technology does 
not cost a fortune and 'power 
without the price' is a reality 
and not a promise. 

Paul Hanson, Brighton 

Ah, but did you actually see 
that laser working? I remember 
the PCW Shozv last year when 
the 20S0STand 4160STwere 
shown as well as the blitter and 
an 80 column card for the 8 bit 
machines. Some mutate, some 
get left behind. Never did see 
that CD ROM. Yes it will be 
exciting and innovative. Let's 
hope it will also be productive! 



NO 

COMPETITIONS? 

Dear Page 6, 

I am disappointed with 
PAGE 6's lack of 
competitions. It seems the 
only competition I have ever 
seen was the £100 
programming competition and 
the Readers Poll. Could you 
not possibly consider printing 
a few competitions each 
month, e.g. Graphics Contest, 
Programming Contest, DLI 
Programming etc,? 

Graham Stewart, Dublin 

P,S, If you do not print this 
letter I will definitely 
withdraw from buying PAGE 

6. 

/ am disappointed in the lack of 
response when we do have a 
competition. Six entries for the 
programmitig contest you 
mentioned? It seems that there 
is no real interest in 
competitions that require some 
effort. And where was your 
entry t anyway? 



comments along the lines of, 
'Atari? They are only for 
games aren't they? I have a 
Commodore ., Spectrum 
Amsirad etc/. We could 
disagree but somehow the 
myth endured, At least we 
could be smug in the 
knowledge that we knew that 
we had the best machine 
available, a fact that even 
Atari didn't seem to realise. 
Over the last few years, a great 
deal of first class 'serious' 
software has become available 
and 1 had begun to think that 
the Atari 8 bit line was being 
taken seriously at last. 

Now along comes Atari 
promoting a GAMES 
computer, I don't think it will 
help them sell machines to 
describe them in this way. Are 
they downgrading the 8 bit 
line in favour of the ST range? 
If they are, I think they are 
wrong. The ST is a superb 



machine, but it is nowhere 
near as easy for the beginner 
to learn how to program as the 
8 bit range is and, more 
important!}^ not everybody 
can afford an ST. A around a 
hundred pounds, the I30XH 
has to be the best value home 
computer today., so, come on 
Atari, advertise the fact and 
tell people EVERYTHING it 
can do and about the 
enormous range of ALL types 
of software available. Maybe 
then you will sell as many 
maehines as deserve to be 
sold, 

Allan Knopp, Colchester 

Quite right! With the myth of 
the 'games machine' Atari 
managed to get the smallest 
share of the UK market of any 
of the major manufacturers. 
Stories are legion of customers 
walking into various stores and 



saying l 7 want something for 
education word processing 
business, what is the Atari like? 
It looks good value' only to be 
told by the salesman 1 That's 
just a games machine, sir, take 
a look at this Commodore; 
BBCj Antstrad etc.'. Is that 
what Atari want? I can't 
believe it. Mind you, maybe it is 
so ingrained now that Atari 
themselves believe Atari means 
'games 1 . A recent press release 
advising that the ST was to be 
sold in Smiths stated, and I 
quote, * The high performance 
I CON driven games machine 
sells for £399* !! f Meanwhile., 
downstairs at the Atari Show, 
an American TV commercial is 
running shmvmg a 130XE with 
products like Synfile + , 
Atariwriter and the like! What 
can you do? Throw up your 
hands in despair, and carry on 
doing Atari's PR for them I 
suppose. 
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Demos 




PASSING 

TIME 



by Chris Fox 



If you enjoyed Chris Fox's Time Screen from Issue 26, 
here's another one to try* this time with a more dynamic 
display. This one is ideal to use ai club meetings or anywhere 
that you might like to leave a message for others to read. You 
can also type in programs with the demo running if you wish. 

The program is similar to Time Screen and requires you 
to input the time in 12 hour digital format when the program 
is first run. From there on just sit back and enjoy time passing! 
Quite literally E 



<§ feglw T i . - — — | 

1 Sen ^Z^m^^^X-MJZBBMEl^S^^ 



a REH 



4 REM 



3 *Kt* - 

6 REUT 



fn« 6 m i. a Z I N E 



HCLAMD 



3 



2.9 "TRfly ""ye LgQR 1 - 2 fl4BB T O ? « » 7 1. 1 B EAD 



Q9UB eToT? K-4 fl{ : t=<K-4Ql ~16 i GO SUP 89i 

4.g ^iVyri-,, ? ■*»_*_ ragi«» iir~ 



2 BIT SYSTEMS REQUIRE 
PROGRAMMERS! 



HAVE YOU WRITTEN PROORAM* AND HAD THEM TURNED DOWN 
BY LARGER SOFTWARE MOUSES? 

WE ARC LOOKING FOR PROGRAMS WRITTEN ON THE ATARI HANQE 
OP COMPUTERS, ESPECIALLY OAMES AMD MUSIC UTILITIES- WE 
CAN OFFER FULL PROGRAMMING BACKUP FOR AH INCOMPLETE 
PROGRAM Ofl PROGRAM CONCEPT. IF YOU HAVE A DEMO OH 
PROGRAM, SEND IT TO US FOR AN INSTANT OPINION. IF WE LIKE IT 
WE CAN OFFER CASH PAYMENTS OR THE REST ROYALTY 
AGREEMENTS 

Grab a pi ece of the action 
aho send us your program now! 

for further details contact: 

2-BIT SYSTEMS LTD. 
396 HITCH IN ROAD, LUTON, BEDS, LU2 TSP 
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REN WHH H KWM I tHHW l CMJt l lH K I 
GEM * PASSIHG TIME 



REM * 
REM * 
REN » 
REM * 

REM **MHW« 
REM 



by * 
CHRIS FOH * 

PAGE 6 MAGAZINE - ENGLAND * 



DV IB * "Hiit iJiJEB fffTC *' : POKE 789,12 
PC 20 TRAP 78 • FOR I -20488 TO 28871 ! READ ■> 
SPOKE I , D : NEXT I l FOR 1 = 256 TO 324 ! HEAD 
D : POKE I j D :NEKI I : OPEN »4 ( 4 < e,"K:' < 
LN 30 T "K£3+F fUZl, ."J :F0R 1=8 TO 2:6 

B5UB DO:? K-4DJ :T=tK-4ai»i&!G05UD 80S? 
k-48;":"; :P0KE 2B861+I , T+K -48 : NEK T I 

TV 5* IF PEEK £7641 O 12 THEN SB 
UJ SO POKE 2 j D ! POKE 3,BB-CL05E t*4 1 H = USR (A 
!>Rt-'B..Cl» *Ph »"JI :E MD 

gi 7B ' -aaaiia end 

JY DB GET M4,K:IF K<40 OR K>57 THEN BO 

ZZ 90 RETURN 

DO IBB REM 

SF 110 REM 

ML 128 REH 

FR 138 REM 



I MACHINE CODE tSBBO | 
I SCROLLING LINE tBlBB I 
1 — 1 



flU 146 REM 

FH IOBB DATA Z1& , 120 , 160 , 1 75 , 162 r B B , 1 4 B , O 
,2,1*2, 1, 2,168,04,162, 01,148,48,2. 142, 
«,2» 169, 8,141, 197,2 ,169, IB 

ZN 1B1B DATA 141,190,2,169,116,141,200,2, 
169,11,141,217,2,169,2,141,210,2,169, 1 
92,141,14,212,00,96, 165, B, 41, 216 

YZ 1B2B DATA 105,2,72,165,1,41,236,106,2, 
141, 10, 212,142,22,260, 140, 23,288,141,2 
4, 2©»,104, 141, 25, 206,286, 123, 61,96 

CS 1838 DATA 246, 166,1, 165, 120 , 81 , 24 , IBS , 
1,153,125,61, 09, 129, 61, 70S ,6,151,12s, 6 
1,116,16,236, 216, 160, 15,162,2, 109 

KU 1040 DATA 1 25 , 81 , 72 , 41 , 15 , 29 , 133,01, 15 
3,20, 1,104,74,74,74,74,136,29,113,01,1 
53,28,1, 136,136,202,16,227*96 

GK 1050 DATA 172 , 124 , Bl , 136 , 16 , 17 , 166 , 7 , 2 
30,92, 81, 173, 92,01, 201 j 40, 144, 5, 169* 8, 
141,92,81,140,4,212,140,124,81 

LS i860 DATA 96,72, 130* 72,152*72,32,201,8 
0,32,14,01,32, 145,00,32,44,81,32*87*80 

* IDA* 168* 104*178* 104,64,160,8 

OD 1B78 DATA 162, 35 , 141 * 18, 212* 148,26*288 
, 142,0,212,165,5,168,24, 185, 14, 178, 165 
,7, 133,0,24, 105,12,133*1,169,6 

HP 1DS0 DATA 141,123,81,208,208,230,8,202 

* 282, 198,1,32,54,88*288, 243,169,6,141, 
18, 212,141,123,81,232* 232,2 30* B, 136 

5U 1090 DATA 136,196,1,32,54,88,200,243*9 
6,141,10, 212,173,197,2, 141, 23,288,173, 
190,2,141,24,200,173,200,2,141,18 

5K 1188 DA TA 212,141,26,200,169,34,141,6, 
212,96,173,42,2, 206, 14,169,2,141,28,2, 
198, 5,165,5,74,176,2,198,7 

LY 1118 DATA 96,16,66,64,156,8,2,8,2,0,2, 
0,2,0,2,0,2,8,2,0,2,8,2*0*2*8,2* 168*87 
,35,1,32,66,32*156,8,2,0,2,8,2,8,2 

JA 1120 DATA 0,2,0,2,8,2,8,2,8,2,8,2,0,2, 
65*64,01,0,0,8,6,0,8,18, 96,96,08,286 

01 1130 DATA 144,288,33,116,33*114,41,0*9 
9* 47*189,40,117,52,181,58, 115,8,58,117 
, 44,101 * 8 , 4 7 * 107 ,1,70*14,70,14, 200 

KA 1148 DATA 289,26,144,147,26*216,210,14 
,70* 14,78,33* 116, 33,114,41,8,99,47,189 
, 48, 11 7, 52, 101, 58, 115, 8,58,117,44,101 

ZR 1158 DATA 8,47,107,1,76,16*66,64,188 * 



10 Page A - Issue 28 



1*1 




and get them right! 



The program Itellltge Ln PAGE 6 are prepared carefully to 
en sure thai they c a n b e typed in a s easily a « po s« I ble. Before 
typing listings ensure that you are familiar u. ilh ihv use 
of the Shift and CONTROL and INVERSE keys as outlined 
hi your computer manual The [toting* are prepared to 
match exactly what you see on screen. Every character that 
you may see in a listing in Included In the chart below for 
cross reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY as they are printed. Remem- 
ber a single typing mistake may mean a program will not 
run. 

WHAT ARE THOSE CODES? 

Each line of a program begins with a special two letter 
code. THESE SHOULD NOT BE TYPED IN. They are used 
by the program TYPO to check that you have typed each 
line correctly. IF YOU HAVE NOT ALREADY TYPED IN 
THE TYPO 3 LISTING PLEASE DO SO NOW, The program 
can be used as you type in each line of a program or to check 
an already typed program. The code for each line will match 
but If you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL 
character Incorrectly. TYPO 3 cannot check if a line has 
been missed so if you have problems in running a listing 
count the lines in the program and ensure none are m issing. 
If the TYPO cades mate handthe \t rogram still does n ot run, 
LIST it ro cassette or disk using LIST H G n or LIST 
*f> file name", switch off the computer reboot and then 
ENTER the program using ENTER "C" or ENTER 
"D filename". Save this version in the normal way. 

HOW TO USE TYPO 3 

t. Type in the listing carefully for although you can use 
TYPO 3 to check itself (see 6 below) it may not work if you 
have made mistakes. 

2. SAVE or CSAVF a copy of the program, 

3 Each time you want to type in 4 program listing RUN 
TYPO 3 first The program will install a machine code 
routine in memory and then delete itself. Now type In a line 
as shown in the m agazlneexcf uding the first two Setter code and 
press RETURN. 

4. A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine carry on and 
type the next line Note, the code will not match if you use 
abbreviations. If you prefer to use abbreviations LI§T the 
line you have just typed, move the cursor to that line and 
press RETURN. The code should now match. 



5, If the code does not match, use the editing keys to correct 
the line and press RETURN again. Repeat If necessary until 
the fodps rn^itf h 

6, To check a line you have already typed LIST the line, 
place the cursor on that line and press RETURN. 

7, When you have finished a listing Just SAVE or CSAVE it 
in the normal way. 

You can type in a program without using TYPO 3 and then 
check it by SAVEing or CSAVLlng a copy of the program, 
running TYPO 3 and then LOADlng or CLOADing your 
program and proceeding as in step 6 ahove. 

Always SAVE or CSAVE a program before running it and 
always use TYPO before telling us that a program will not 
run. 



t i 

ftL 



KlrM 



TYPO III bv Ale* ft#ft*an • 
- June 19B3 * 

5A 3 REM * A proofreader fnr ahtk *nd * 
» PAGE b based on TYPO II * 
* published by ANTIC H^inrtf * 

EL 4 fl-EH NJ < K H WM H H HHHII BMH 

5G lttfr GRAPHIC 8 

WG 118 FOR 1:153s TO 1791 : PE AD A:C*=CK*A: 

POKE I ,Ai HEM T I 
CG 128 IF CK03B765 THEN ? "Error in PAT A 

ft at»M»ntt - Chech Typ j rig" : EH* 
YH 118 A-U5ttC15 36> 

If I I Am ■' z' "■TYHIt 133 ■% up:- ,t n I ninium)": 
HF H 

MA 1888 DATA 184 , 168 , 8 , 1 BS , 26 , 3 , 261 , 6 9 

HQ HIB DKITft Hfl.a^da.i-flB.JBflJJ^Jt.jefl 

ffB 1*2* PAT A Z4Z, ?G , 79, 15J r 26, J 

HH 1838 DATA 2 63 . 1 69 , i ., 1 53 , 26 . 3 , 1 62 , 0 

HP 1848 DATA lfli,flj 228 j ±57, ?J,1, 232 , 2 2 4 

TO 1*5* OAT a- IS, 288, 2*6, 1*9, 9 3, 141 , 6 

KC JLB6B DATA 169 . 6 , 1 41 , 64 , 6 r 173 , 4 , Z2B 

EU 1878 DATA 185,8,141,95,6,173,5,226 

BK 1868 DClfl IBB,*. 141,96, 6, 1*9.*, 162 

KK 1898 DATA 3 , 1 4 9 ., 283 , 2 8 2 , 16 , 2 5 1 , 96 , 0 

ifi 11B8 DATA 8,0,8,8,8,6,6,* 

LP 111B DATA 8, 8, 8, 6,8,1 , 32, 94 

JH 1120 *AI4 6,8, 72, 2*1. IBB, Z4B, 55, 23* 

263 r l33,289,136 r 72,169,6 r l3I 
ZB6 P ie2 r flrl8,36,2«6,6 r 2B9 
NT 1158 PAT A 144,7,24,161,283,144,2,238 
HL 116* DATA 2*6 r 2*2 , 286 , 2 3 9, 1 S 3 , 26? , 24 , 1 
66 

TM 1178 DATA 2*4 r 181, 287, 133 . 284, 165 , 285, 

tat 

AH 11S8 DATA 288 , ±33 , 2«S , 165 , 286 , IBS , 8 , 1 3 
I 

HH 1198 DATA 286 , 184 , 1 78 , 164 , 4* , 96 , ISi, 72 

HP. 1288 DATA i 5 2 . i i . itv , Ei , t i* , j et f , i xi , y am 

Sr 121* DATA 168, 24 . 6, 284 , 36 , 285, 36 , 286 

E A 1228 DATA 38,287, I*, 2*8,66, 1 6 IS .287, 233 

TH 1238 DATA 164,178,165,288,233,2,144,4 

91! 1240 DATA 134,287, 133,286,136,286,22 7, 
162 

CD 1Z5B DATA 8,165,287*133,2*4,166,2***6 

KM 1268 DATA 2*4 j 42 , 211 , 26, 144 , 4 , 2 33 , Z5 

NB 127* DATA 23* . 284 . 282 , 2*1! , 242, 133 , 285, 
169 

BC 1288 DATA 128 , ±45 , 66 , 288 , 192 , **, 266 , 24 
9 

HU 1Z9B DATA ±65 , 2 *4 , 18 S , 1 IB r 1 hB r 5 , I 45 . Bfl 

OA 1368 DATA 1*6, 2BS * 24 , 1*5, 1B1 , ZH, 145 , 6 
A 

fW 1318 DATA 12,69,6, 1 8 J , IBB, 76, 153 ,6 



TU 1138 DATA 
TH 114* PAf A 
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h E5C E5C 

* ESC CTRL - 

* ESC CTRL = 
*- E5C CTRL * 
■+ ESC CTRL * 

K ESC SHtFT CLEAR 

4 E5C DELETE 

* E5C TAB 

□ ESC SHIFT DELETE 

□ ESC SHIFT INSERT 

□ ESC CTRL TAB 
Q ESC SHIFT TAB 

□ ESC CTRL 2 

CI ESC CTRL DELETE 

U ESC CTRL INSERT 



INVERSE SPACE 



Comes I 



Greedy Caterpillars is a two player game in which you 
must race your opponent to eat as many apples in the maze as 
you can. By getting to the pan of the maze where there are 
more apples before your opponent you can get a winning 
score. The player with the highest score after the chosen 
number of rounds is the winner. 

TYPING IT IN 

DISK USERS should type in Listings 1 and 2 separately j 
check them with TYPO 3, and then SAVE them to disk. You 
can use any filename for the first listing but listing 2 must be 
saved as ( D:GREEDY2 C . Running the first listing will then 
automatically run listing 2. There is no need for you to type in 
listing 3. 

CASSETTE USERS should type in Listing 3 FIRST 
and, after checking it with TYPO 3 } save it to tape using 
SAVE *C: 1 . Leave the tape in position so thai listings 1 & 2 can 
be saved immediately following listing 1 . Listing 1 should then 
be typed in and CSAVED to tape immediately following 
listing 3, Leave the tape in position and type in listing 2 then 
CSAVE it immediately after listing 1 . Rewind the tape and 
type RUN l C: 4 and the program w r ill load and run 
automatically. 

PLAYING THE GAME 

You must firstly plug two joysticks in prtrts 1 and two of 
your computer and then run your version of the program as 
staled. After the first program has loaded you will be 
presented with a title screen as the second part of the program 
is loaded. When Billy and Benny, the two caterpillars, appear 
you may select the number of screens to play by using ihe 
OPTION key. Pressing START will begin play. 

The object is to race your caterpillar round the maze to 
beat your opponent io ihe apples. Fifty apples will fall 
randomly into the maze and you will score points for each 
apple eaten. The points will increase on each screen. Once you 
have completed [he selected number of screens the player with 
the highest score will be declared the winner. 

That's all there is to it, but it is fun! 




EI 1 REM H H HM H mtmi l H 



" MM H M M M H 



GREEDY CATERPILLARS 
■V 

NIGEL LLEWELLYN 



tfrttr 



■WHin* ]:i< 



ZL 2 REM w* 
HO 3 REM 
lb 4 REM ** 
KA S REM ** 
UQ 6 REM *» 

ZC 7 REM ** - " 

ZZ 6 REM «Ht RAGE * HAG AZ 1 HL - ENGLAND ** 
EQ ? REM H HHMK HHH KTC H KKMMMMKI I HMM I C H HWMHKMM 
KT 16 CS=PEEK C106> ~6 : CSB ASE=CS«25* ; GR APHI 
C5 O ; POKE 559,6 : POKE 621 , 1 : POKE 756 ,CS 
t RESTORE 

PG 20 FOR 1-8 TO 247 J READ JJPOKE CSBASE+I 
,J; NEK T X 

KM 5fl FOR 1=26* TO 471 ; READ 1 J ! POKE CSBA5E 

+1, J I HE NT I 
MU 40 FOR 1 = 1536 TO 1546 J READ J; POKE I, J: 

NE KT I 

UH SO FOR 1 = 1558 TO 156S : READ J : POKF I, J: 
HW.HJ I 

HM 60 DL=PEEK«5bOl + PEEK €5613 »Z SB 

JZ 70 POKE DL+3,71 ; POKE DL+6 , 134 I POKE PL* 

B, 6: POKE ftl+1, 7IP0KI DL + 13, 7 1 POKE DL + 1 

4,7 

KO 68 POKE DL + 23 , 65 : POKE BL *24 , PEEK C56WJ : 

POKE BL+ZB.PEEKCSOl) 

TU 38 POSITION H,B;' * nAIJi«Higl HJU'Md 

E" 

HS 146 position 21 , b : ? "Stephens softwar 

Ltt 116 POSITION 11*1;? "STEPHENS 5 OFT MAR 
E" 

XM 128 POSITION 1,2 5? "Stephens softwapi 

TU 130 POSITION 29,2 L? "tAJJJBJ.B 3UE 



GG 140 POSITION 16,4!? "PRESENTS 11 

MX 158 POSITION 7,6; ? "GREEDY" 

PO l&B PDblTION 24,6!? ■•CATERPILLARS" 

UB 178 POSITION 7,9!? "WRITTEN BY NIGEL L 
LENELLVH" 

SY 188 POSITION IX. 11 :? "COPVRICHI 1386" 

XA 190 POSITION 14,14;' "HON LOADING" 

VII 260 POKE 512* 14: POKE 513,6 

NL 2tO POKE 542B6, 1*2:P0KE 555,34 




12 



Page r-i - [$su« 28 



A two player game 



by Nigel Llewelyn 



IC ASSETTE 


USERS 


--Dtl HOT S 


TYPE 1 I WE 220 ANP UEMOUE 


\ PtH IN 


LIME 





OE 215 REM 



ME 220 RUN "D : GREEDY2" 

JS 225 REH POKE 764 , 1 2 ! A = USR (157B J 

OH 299 REM ■ Tl d TM^ i M TH I >I:UJ 

E4 300 DATA B^^B.B.fl.flJUB 

AL 310 DATA 0. 25 , 25 , 42 . 42 , 2 1 , 21 , 40 

JT 3X0 DATA 8,86, 88, 168, 168 , 140 , 145 , 48 

338 DATA « , B? r fl? , 1?*, 149, 14*,* 

BK 340 DATA B,B1 f C? l 17i ) 17«,145,14? t *B 

DB 358 DATA 48,24,24,49,48,20,26,40 

CM 368 DATA 40 , 08 , 69 , 1 68 . 168 , 1*6 , 14* , 40 

JU 370 DATA 48. 25, 25, 42,42, 21 , 21,48 

VB 3 H n DATA 48, 25, 25, 42, €2, 21 , 21 .0 

A A 390 DATA 40,69,89,170,170,149,149,6 

U, 400 DATA 40, 68,5B, 16*, 168, 148, 148, O 

Kt 418 DATA 0,24,24,40,48,20,20,0 

A A 420 DATA 40,24.24,40,40,20,20,0 

UI 43fl DATA 0,24,54,40,40,28,20,40 

SC 440 DATA 6, 88, BB , 1*8, 166, 148, 148, B 

QY 450 DATA 0,25,25,42,42,21,21,0 

gr 468 DATA 0,63-, 51. Si, 63, 63,63, 63 

FY 470 DATA 8 , 12 , 6* , 12 , 12 , 17 , 63 , 6 3 




StOKL SCORE 

B y 

SCREEN % 



RK 400 DATA 0,63,63, 3,63, 4ft, 63, 63 
DS 490 DATA 0 , 63 , 63 , 3 , 15, 3 , 63 , 63 
KJ 50O DATA 0,51,51,51,63.63,3,3 
PU 510 DATA 8,53,63,40,63,3,63,63 
VI 520 DATA O, 63, 63 ,46, 63,51, 63, 63 
PK 5X0 DATA 8,53,63,3,3,3,3,3 
U6 540 DATA 8,63,63,51,63,51,63,63 
LS 558 DATA 0,63,63,51,63,3,63,63 
AT. 560 DATA 10,6,20,05,65,85,05,20 
H5 570 DATA 60,255,195,255,255,60,66,1.95 
GU SOO DATA 60,255,251,191,255,60,60,195 
Afi 590 DATA 40,176,130,178,176,48,40,130 
GE 666 DATA 40 , 170 , 174 , 234 , 1 70 , 4 0 , 40 , 1 30 
OU 610 DATA 0,26,62,119,127,119,119,119 
OY 626 DATA 0,126,115,126,127,115,127,126 
UG 630 DATA 8,63,112,112,112,127,12 7,63 
MX 646 DATA 8,126, 115 , 115, 115,127, 127 ,126 
KM 656 DATA 6 . 127, 112, 124, 112 . 127, 127, 127 
NH 660 DATA 0, 127,112,124,112,112,112,112 
VP 570 DATA 8,63,112,112,119,115, 127,62 
HM 6B0 DATA 0,119,119, 127,127,127,119,119 
HE 690 DATA 6,127,20.20,28,127,127,127 
VH 768 DATA 0 , 14 , 14 , 14 , 14 , 1 1 0 , 12 6 , h« 
DJ 718 DATA 0,115,119,126,124,126,119,115 
UT 728 DATA 6,95,96,96,96,127,127,127 
T6 730 DATA 8,99,127,127,127,187,99,99 
MB 740 DATA 8,115,123,127,127,119,115,115 
IN 75B DATA 8,62, 119, 119, 119, 127, 127,62 
HP 760 DATA 8,126,115,127,126,112,112,112 
LU 770 DATA 8 , 62 , 11 9 , 119, 119 , 127 , 126 , 63 
VF 7BO DATA 0,1 26 ,115,12/, 126 ,119, 113,1 19 
Ml 790 DATA 6,63,127,112,126,7,127.125 
ZA A0O DATA 0,127,127,28.26,28,28,28 
FA BIB DATA 6,119,119,119,119,127,127,62 
00 028 DATA 0,119.119,119,119,127,62,26 
OL 036 DATA 0 , 99 , 99 , 107 , 127 , 127, 127, 99 
RK 848 DATA 0,119,119,28,20,119,119,119 
HK 858 DATA 8,119,119,127,28,28,62,62 
JT 866 DATA 0,127,127,14,56,127,127,127 
MY 890 REH »i»H J Wl !HJ M a-mm*^ 
T6 968 DATA 72,169,0,141,10,212,141,24,20 
0, 104 ,64 

AY 910 DATA 72,173, 10,210.9,12, 141,22,200 
, 169, 8, 141, 24, 208, 184 , 54 



EI 1 
ZL 2 
HO 3 
TG 4 
KA 5 
IV 6 
ZC 7 
ZZ 8 
EG 9 



REH ** GREEDY CATERPILLARS ** 

REH w» 8V *** 

REM ** NIGEL LLEB8ELL YH *» 

REM »* ** 

REH •» 



■Rjnifirasa ** 

REH «* fc — ** 

REH ** PACE 6 MAGAZINE ~ ENGLAND «* 
HEM w^mcwwiCKKMumtmmwwMwuw wkxkwukww 
TU 10 POKE 2, 52 ; P0KE 3, 185 ; POKE 9, 2: TRAP 
1D0O8 

PB 11 REM gI[IiMJtIi*ti1!i;ia>M USE POKE 2,64 

INSTEAD OF POKE 2,52 
AG 20 DIH HI (S3 , H2 (51 , ST 1 1 53 
MN 30 FGR 1 = 1 TO 15:STCH=B: HEKT I 
GI 40 ST(71=l:5T£liJ=-l!9FC13J =48!STI14B= 
-40 

YE 50 SCHO=l j C5=PEEK (1061 -0 
HZ 68 GOTO 100R 

AH 160 5=PEEK (6323 : Z=Kl (13 +5Tt53 

OK HO IE PEEK CZ > =26 THEN SOUND 0,125,0,1 

2 SPGKE Z . 0 : APL = APL-1 I SC1=SC1+SC : POSITI 

ON 6,22i? SCltSOUHD 8,0,0,0 
KM 120 IF PEEKCZ3=8 THEN Kl f 1J =Z : PORC 77, 

O: SOUND 2,00,12,18: SOU H D 2,6,0,0 
JQ 130 S1 = PEEK (6331 : Z1-K2 (II +ST CS1> 
EM 140 IF PEEK (Z13 =26 THEN SOUND 1,100,4, 

12 : POKE Zl ,0 : APL=APL-1 ! 5C2=SC2+5C ! POST 

TION 28,221? SC2 i SOUND 1,8,0,8 
HZ ISO IF PEE«(ZU=B THEN K2 £11 =Zl ; SOUND 

3, 30,12, If): 50UND 3,0,0,6 
HH 160 POKE HI (51, O: POKE XI (2) ,28: POKE HI 

Cl> ,27 

HV 170 POKE K2 (51,8; POKE K2 (21 , 155 J POKE H 

2 (13 , 155 
KO 100 IF APL=0 THEN GOTO 226 

190 Kl(51=Hlf43 £K1C4> =KK33 :H1C33=H1CZ 

1 XK1C23=K1(1) 
CS 200 K2(53=K2 (4) : H2 (4 > =X2 < 3> !K2 (33 =M2 C2 

J : HZ (21 =H2 (13 
LJ 218 GOTO 160 
RM 220 SCREEN=5GREEW+1 

LV 238 IF 5CREEM=9CNO+l THEN G OTO 1800 
RO 239 REH |R^*lll«:iM'Irn:Bl:l*l0¥= I'lti44lBl 

UH 246 GRAPHICS 01 POKE 16 , 64 : POKE 53774.6 

4 ;POKE 559, 8: POKE 752,1:P0KE 756, CS 
UK 250 DL = PEEK (5603 + PEEK (5513*256 
HD 260 POKE DL + 3 , 71 : POKE D L + 6,7 + 120* POK £ 
DL + 11,6:P0KE DL+12,6:POKE Dl_ + 17 , 6 : POKE 
DL+16,6 

VP 270 POKE DL*7b, 65 : POKE PL + 27, PEEK C5601 

!POKE DL +28, PEEK (5611 
BC 208 POKE 512, 6 i POKE 513 , 6 * POKE 54288,1 

92 

IT 290 POSITION 2,0;? ♦ # gfflE3<ffl ,i : POSITION 2 

6.0!? "CHtSppQl lBRH" 
TU 368 POSITION 3,3!? "VOU HAVE JUST EAT 

YOUR HAY THROUGH" t POSITION 6,5:? '^cH* 

O* "JSCREEN-1 
UH 310 POSITION 5,81? "GET READY TO EAT T 

HE APPLES ON** ! POSITION 6,10!? "stlrH#{D 

"i SCREEN 

GG 320 IF SCREEN=SCNO THEN POSITION 6, 111 
? "THIS HILL 0E THE LAST SCREEN 41 

Lfr 330 POSITION 2,15!? "BLUE CATERPILLAR 
PINK CATERPILLAR" 

QJ 346 POSITION 7,16?? "SCORE" ; POSITION 2 
8,1b;? "SCORE" 

OP 350 POSITION 7 , 17: "> SCI 1 POSITION 26,17 
!? SC2 

RH 368 POKE 559,34 

HU 378 FOR DELAV-0 TO 2686 : HEKT DELAY 
AJ 399 REM met m ■ ■ i ^ -TTT (m >3 :T;1 ■ ■ T r-Tl -win 3H * > ■ 

MS 400 GRAPHICS O ; POKE 16, 64 :POKE 53774,6 
4 ! POKE 559 , 6 * POKE 02,6; POKE 752 . 1 ; POKE 
756, CS 

68 416 POKE 700, 186 ! POKE 769,08! POKE 710, 

122 : POKE 711,56 
WR 420 TL-PEE*t(OBJ + Pf£K (S93W256 
UI 430 DL -PEEK (5603 ♦PEEK (5613*256 
A6 440 POKE DL+3, 66! FOR Ir6 TO 23 
ZH 456 POKE DL+I.4SNEHT I; POKE DL+24,132 
BA 468 POKE 512 , 0 : POKE SlS^^OKt 54286,1 

92 

FZ 508 POSITION 0,8 

iz 510 ' ■< >«ttif^iSBmjrott«n»™ 
HH8 Httsontt 1 1 
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x 



r. 



LE 528 7 "X Y. 
DO 538 ? "J! /B, , , 

YM 848 ? "X 

- % 

TM 558 ^WtHH. !H1. *«. ✓5B8NW 

/* , - Y."\ 

KE 560 ? "!X X X K X K 

X X X" ; 

tz 57e ? "X !* ^ffl x ! iumuu » - /* J , X - 

- x - , x"; 

ma see ? "x x x K x X 'B* , /Jit 

A k x X"; 
b J sso ? "X x - x x , /turn . ■ . x 

, x , - K"t 

VO 600 7 "X X , X , K X ^B. 

X X X"; 
OS Bin 7 "X X X /B. /B. X X 

- k - x X"; 

bd f.7B ? -x , - r. - y. /A /tUM, - 

y. k t x x"; 
ftU 639 y. y. -as. *b£ x x 

XX 3! X"J 
CT 646 7 "X - , X , , X /* ■ . , !1 
X (, »« X"; 

658 ? "X XX XXX 

x x X" ; 
RX 666 7 "X , - iBBBJ. /B* /SB* 

I. ♦ , 

DZ 67D 7 "X X , X , Y. 

X"; 

HG fiflO ? ---ntttf** 

. - /B, X'*j 
FU 698 7 "X - X 

X X"J 
HO 788 7 

SZ 718 ? " BLUE CATERPILLAR PINK CAT 

ERPIL.LAR" 

UK 720 7 " SCORE SCO 

RE" 

HD 738 POSITION 6,21:7 SCI : POSITION 20, Z2 

:7 SC2 

ZT 748 POSITION IS ,11:? "SCREEN "j SCREEN; 

TH 758 FOR 1=1 TO SO 

ZP 768 AP-TNT CRHD (8J*719> *4B 

TH 778 IF PEEKtTL+AP3 <>6 THEN 7b0 

FL 780 BEG-AP-INT (OP/ 40 J #40 

UZ 880 C=PEEK tTL+BEGl 

VH BIO FOR J=TL+BEG TO TL+AP-40 STEP 48 
OK 020 Z-PEEK CJ+48) : POKE J , C : POKE J+40,26 

: C~Z 

KB 830 SOUND O , J/3 ,10, 1 0 t NEXT J ! SOUND 8.0 

,0,O!HEKT It APL-SB 
CH S40 FOB 1 = 1 TO 5 1 HI E 1 1 -8 : X2 tIJ -O : NEK T 

I 

KP S50 Xlfl3=TI_ + 72iiX2EiI =TL+7B 
JF »6B SC=5CREENW5:G0TO 168 
WO 999 REH 



7 8 . - fU , 



/B 



ma 

PF 1888 GRAPHICS O : POKE 16, 64 x POKE 53774, 
64: POKE 559 , 8 t POKE 752,1 SPOKE 756, CS ; P 
OKE 718,llB:POKE 711,122: POKE 703,58 

ZZ IBID POKE 788,202 

IT 1826 OL^PEEK (566S+PEEK CS61 3*256 
HP 1830 TL=PEEK (881 4PEEK (893*256 
UK 1046 POKE DL+3, 78:POKE DL+6, 6*126 
IH 18SO POKE DL>9,7:P0KE DL*16,7 
KH 186B POKE; DL +15 ,4; POKE DL *17 , 4 ; POKE DL 
+ 18* 4 

UB 187* PONE DL+ZB,65:PDKE BL 4-2*, PEEK 1666 

1 : POKE BL +38 , PEEK f SOU 
HA 18SO POKE 512 , O ; POKE 513, 6: POKE 54286, 

192 

HH 1890 IF SCREE If -8 THEM POSITION 1,8!? ** 
HJ4JTT=t:Kl btilAiiMJa - : POSITION 16,1:7 "P 
RESENTS" 

06 1180 POSITION Z,3I? "CREED V" : POSITION 

26^3;? "CATERPILLARS" 
PS lllO POSITION 14,B!7 "INTBODUCIHG-iPOS 

nrpN 6,7:? "BILLY AND BEN 

NY" 

BV POSITION 6*9:? " 



OR NUMBER OF SCREENS "; SCNO 
TV 1140 POSITION 2,1?;? "BLUE CATERPILLAR 
PINK CATERPILLAR 11 : POSITION 6, IS:? 

SCI : POSITION ZQ,10?? SCZIPOKE 689,14 
NB 1158 IF 5C1>SCZ THEN POSITION 5, 20: ? " 

THE U1HNER" 
HH 1166 ir SC2>SC1 THEN POSITION 25,20:? 

"THE UINHEB" 
ZL 1176 IF SC1-SC2 THEN POSITION 11,28:? 

"THE GAME IS A DR AH" 
CM 1248 Ml CI) =TL + 376 ;X2 Cl)=TL + ?68 
Z6 1288 FOR 1=2 TO 5 

ML 1268 HI CI>-X1 tl) CI II : H2CI3 -KZ TH * ri- 
ll INEHT I 
UH 1278 FOR 1=6 TO 16lG05U6 1458 
ZZ 1268 POSITION 1,111? " : " : POSITION 37" 

1,11:* "! " 
FB 1298 FOR B=B T6 1 Z ; NEHt D : NCMT I 
ftP 1299 REM Minima 4 : W>]M*»4:U ttE3a 
CS 1308 Zl=l;Z2=-lJF6R 1-6 TO 7!G0SUB 14B 

• I NEHI I 
lIF 1316 Zl=46;Z2-40 : GOSUB 1480 
AG 1320 Zl=-l:Z2=llFOR 1=0 TO 16 ! GOSUB 14 

BOINEKT I 
UL 1336 £l=46;Z2=4O:G0SU6 1400 
KH 1346 Zl=l: Z2=-l ! FOB 1=0 TO 16 S GOSUB 14 

OB : NEHT I 
HB 1356 Zl=-4B!Z2=-4OiC0SUB 1480 
AS 1366 Zi=-i;Z2=l:FOB 1=8 TO 16: GOSUB 14 

ee:HEKT i 

HH 1370 Zl=-48iZ2=-4O:G05UO 1400 

AH 13BO Zl=l ! Z2=-l iFOR l~8 TO 0:GQSUB 140 

8 ; NEXT I i FOR D = 6 TO 12 s NEXT D 
RL 1390 FOR 1=0 TO 186 ; GOSUB 1458: FOR t=8 

TO 12 : NEXT O I NEK T I : GOTO 1270 
UU 1399 REM 



CH 1466 POKE HI £51 , 8 ! POKE XI CZ3 , 156 ! POKE 
XI (13 j 1 55 

LA 1418 POKE H2C5I.0 i POKE H2 C2 3 , 15B : POKE 
HZ C13 9 157 

V J 1428 HI C53 =H1 C41 ! HI C4B =X1 (33 : Ml C33 =K1 C 

23 \ XI (23 "HI C13 
HC 1436 X2 C53 -H2 C41 r X2 (4> -X2 (3> : K2 €33 =H2 C 

2) ;M2(21 =K2C13 
PA 1448 HI (13-Hltl>+Zl:M2tl3 -H2 CU +Z2 
HR 1458 READ J I IF J--± THEN RESTORE 68O0 : 

GOTO L458 

HH 1468 SOUND O, J> 19,4; SOUND 1, J*2 , 10, 2 
ET 1478 IF PEEK. (532 793 =3 AND KEY = 0 THEN 5 

CNO = SCNO + I- CSCN0 = 93*9 t KEY" I 
VC 1468 IF PEEK (832793 —7 AND KE Y= 1 THEN K 

EY=8 : POSITION 37, 15i 7 SCNO 
FC 14S6 IF PEEK (83-2793 <>6 THEN RETURN 
OH 1588 SCREEH=1 :SC1=0; SC2-6 
UG 1518 SOUND 0,6,0*8: SOU ND 1,8,0,0 
YC 1520 POKE 77,OSPOP : GOTO 408 
HH 5900 REH ■illHltT-l — i I H ■ 
BU 600O DATA 91,81,72,91,81,66,91,68 
CH beta DflFft 6fl, E>£, /2, 60, 66, 72, 72, Bl 
DI 6B20 DATA 68,72,01,91,72,60,60,72 
DP 6030 DATA 91,61,96,91,91,01,72,81 
GK bH4() DATA 91, -1 
GJ 10006 RUN 



EI 1 REM H HKMitmr i 



E-**H 



iWHMW M MMli 



GREEDY CATERPILLARS 
BY 

NIGEL LLEWELLYN 

mm:«iii:M4. 



FH 1130 POSITION 10,13x7 "PNE55 ^ T ft R T ID 
BEGIN" : POSITION 2,15:7 "PRESS OPTION F 



ZL 2 REM 

HO 3 REM ** 

TG 4 BEM *-* 

K A 5 REM W-» 

BR 6 REM »W 

ZC 7 REM WW ** 

ZZ 8 REM WW PAGE 6 MAGAZINE - EHhLflND »* 

EO 9 REM Wh H UKM HH MXMW HH KM HH WlfM H X HHH MW I CM M 

AY 18 REM 

JF 20 REH AUTOMATIC LOAD ANA RUN 

TF 30 REM BY JASON HAL PIN 

00 40 REM PAGE 6 ISSUE 28 

BC 56 REH 

XN 66 GRAPHICS 0 l POKE 621,1 

UU 70 POKE 752,1:? : POKE 710, 0 

CH SO FOR 1=1578 TO 15B8 : BE AD A 

HJ 98 POKE I , A t NEXT I 

XP 180 POKE ?f>4 , 12 : a=U<iR (15783 

GX HO DATA 162, 253, 154, 169, 183, 72 

DH 120 DATA 169, B4, 72 , 169, 4 , 32, 162 

CH ISO DftT A 187 , 169, 255, 76, 4, 1B7 
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CENTEC -THE BEST DISKS AT 

THE BEST PRICE ! 



5.25" COMPUTER DISKS - BULK PACKED 



QTY 


SS 48TPI 


SS96TPI 


DS 48TPI 


DS 96 TP1 


DS 4H C/R 


DS 96 C/R 


25 


£10.99 


£1L99 


£11.99 


£12.99 


£14,99 


£17.99 


50 


£19.99 


£20.99 


£20.99 


£21.99 


£27,99 


£32,99 


100 


£36.99 


£37.99 


£37.99 


£41.99 


£45.99 . 


£57,99 


150 


£52.99 


£55.99 


£55.99 


£57.99 


£63.99 


£80.99 


250 


£S5.99 


£87.99 


£S7>99 


£91.99 


£103.99 


£126.99 


5m 


£16X99 


£ 1 72.99 


£172.99 


£179.99 


£202.99 


£248,99 



CfR = COLOURED OR RE VERS ABLE DISKS - PLEASE STATE. 
REVERSABLE DISKS HAVE TWO HOLES AND TWO NOTCHES ! 

ALL CENTEC DISKS ARE PACKED WITH A PROTECTIVE JACKET ( ENVELOPE J AND COME 
WITH A FULL USER SET, INCLUDING A LABEL AND A WRITE PROTECT TAB. THE DISKS ARE 
MANUFACTURED TO TOP INTERNATIONAL STANDARDS AND HAVE A HUB RING FOR 
ADDED PROTECTION. 

3.5 1 DISKS ~ SPECIAL OFFERS 

BULK PACKED & BEST BUYS ! 



QTY 


SS 135 TPI 


DS 135 TPI 


STORAGE BOXES 


25 


£ 29.95 


£ 35.95 


HOLDS 10G 5.25" DISKS £9.95 


50 


£ 55,95 


£ 62,95 


HOLDS 90 3,5" DISKS £ 9.95 


100 


£ 105.95 


£ 1 19.95 




150 


£ 149.95 


£ i 69.95 


90 DOUBLE SIDED 3.5" & A BOX £ ] 15.95 


250 


£ 239 + 95 


£ 269,95 


100 DOUBLE SIDED 5.25" & A BOX £ 49.95 


500 


£459.95 


£ 519.95 





3.0" AM SOFT CF2 DISKS 



ALL DISKS ARE SUPPLIED WITH 

FULL USER LABELS. 1+ £ 2.29 10+ £ 19.49 50+ £ 96.99 



CENTEC ELECTRONIC SYSTEMS 



UNIT 3 
THE METRO CENTRE 
BRIDGE ROAD 
ORPINGTON 
KENT 

TEL : ( 0689 ) 61947 / 62103 





REMEMBER ~ ALL PRICES INCLUDE VAT AND DELIVERY ~ NO EXTRAS TO PAY f 
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DISK ONLY 



If you found Munchy Madness (Issue 24) too easy or too 
hard, or have completed all the screens, then worry no more 
for the Munchy Madness Screen Designer will let you design 
your own screens ranging from the ridiculously easy to the 
impossibly hard! Don't worry, the Screen Designer is simple 
to use, requiring just a joystick and a little time. I wish that I 
had written it before designing the original screens! 

GET DESIGNING 

Type in the main program, check it as you go with TYPO 
3 and SAVE a copy to disk, RUN the program and away you 
go 

'There are three main menus shown on the screen. You 
may select any item of these by moving the joystick up or 
down, left or right to highlight your choice. Pressing the 
joystick button will then put you in the mode selected. If you 
want to return to the main menu at any time, simply press any 
key. This works on any selection except Load and Save where 
you should press RETURN to abort. 



■ ~*V r v -*V A -*V - r v "v "v *v *« 




by Paul Lay 



SEND IN YOUR SCREENS! 

Send in YOUR Munchy Madness screens for others 
to enjoy* Maybe we can get together a whole collection 
of Munchy Madnesses! For each disk of screens you 
send in you can choose any of the PAGE 6 Issue disks or 
any of the disks from the PAGE 6 Library in exchange. 



MUNCHY 
MADNESS 



DRAW MENU 

This allows various objects to be drawn on the screen by 
simply selecting therrij moving the cursor to the desired 
position and pressing the trigger. You select the item you wish 
to use by placing the cursor on it and pressing the trigger. 
This will present you with the screen you are designing and 
allow you to plot. Pressing any key will return you to the main 
menu to select another item. The elements you can use are as 
follows. 

Space - spaces can he positioned anywhere on the screen 
except m the edges. If you wish to 'unploi' any character 
simply use a space to overwrite it. 

Land - may be positioned anywhere except at the edges. 

Wall - You may have a wall anywhere you wish except 
over the players start position or the exit position. 

Edge - the same rules apply as with Walls. 

Heart - may he positioned anywhere on the screen except 
at the edges or over a players start or the exit position. 
There must be at least one heart on each screen up to a 
maximum of 99 and you must ensure that the number oi 
hearts is the same as, or more than > the Number selected in 
the Set menu. 

Boulders - can be anywhere, subject to the same rules as 
Walls. 

One final point to note is that the total number of hearts 
and boulders combined must not exceed 2^6. 



SET MENU 

This allows various parameters of the screen to be altered. 
Coupled with the DRAW facilities this allows an almost 
infinite number of screens to be designed. Numeric parameters 
are selected by moving the joystick up and down to increase 
the value and by moving left or right to select other digits. 
Press the trigger when you have finished. 

Start - allows the player's start position to be set by 
positioning the cursor and then pressing the trigger. Note 
that the start can only be positioned in the top left area of 
the screen and can only be positioned over spaces or land. 
The default start position is 1,1, 
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SCREEN 
DESIGNER 



Exit - can be set anywhere on the screen (except over a 
heart or boulder) by positioning the cursor and pressing the 
trigger. The default exit position is 2,2. 

Colours - may be altered to whatever you wish. After 
selecting a colour register (0 — 5} the characters used in the 
screens will be displayed and the colour can be altered by 
moving the joystick up or down to alter the hue or left and 
right to alter luminance. Press the trigger when finished. 

Time - allows you to set the time in which a particular 
screen must be completed This, coupled with the amount 
of detail on screen will determine the difficulty level of your 
screens. The default time is 100 but any time between 40 
and 999 may be chosen. 

Number - is the number of hearts needed to complete the 
screen. You must have the same number, or more, hearts 
otherwise you cannot complete the screen, For an easier 
screen ensure that you have more hearts on screen than the 
number used here. 

SCREEN MENU 

This is where all your hard work can be saved or loaded 
or where you can scrap it all and start again! 

Clear - resets the current screen. To be safe you will be 
prompted to confirm your decision. Move the joystick in 
any direction to alter the response and press the trigger 
when ready, 

Load - will allow you to load a previously saved screen to 
continue working on it. Simply enter the correct filename 
when prompted. If you wish to abort, press RETURN 
without typing a filename. 

Save - allows the current screen to be saved to disk. If 
there are any errors in the design of the screen they will be 
reported and the save aborted. When prompted to enter a 
filename, you may return to the main menu by pressing 
RETURN without typing a filename. 



MAKING A NEW PROGRAM 

Once your new screens have been designed and saved to 
disk, it is time to combine them with your original Munchy 
Madness object code program. Note that it is the program 
created by running the Munchy Madness listing from issue 27 



fll 10 BEH HH K H H H HM I 

fh 12 flifH m 

IU 14 urn * page 6 

GE 1* h?« * 

A£ IB HtH * 

DK 28 REM » 

FX 22 REN W 

UH Z4 HI H * 

GF 26 BEH * 

HH 28 HEM * 

Fbl 36 HEH * 

AK 32 HEH *H 

BI 34 REM 



HuncbV H»<lnni 
Screen Of signir PrpsriB 



By F*ul Lay, 1M7 



uj tm reh Hiutitamim 

TH NIB HAHfOP=PEEK 11665 

OO 1*26 CH5CT=HftHT0P-l&:PI5Pl~PftHTnP a 
IF 1636 BISP2=RflHr0P-*:PI*FJr»flHT»P 

t h ie46 rem HfiAAJ JB- 1 JJ iwj umrr 

HB 16SS G49UB 9f79 

7B LH6H Kin C* AMTt ^grTTaP 

EP 167a EOSU6 5926: 

St I860 REM U l -1»J-»J:T=I*T** JJPiTiH 

GM 1BT8 G05UB 5666 

TF 1186 REM tiAMJ JT t J-M-lAAUllU 

BH 1118 GOSUB 5338 

E5 1120 REH HlWJ il 

BP 113S GOSUB 5568 

VA 1140 REH 

ZT 1150 POKE 186 , &I5P3 ! GRAPHICS fl 

PC 1180 PBKE 752 * 1 1 PRIM? 

BN 1170 BLI5f ±PECK(B40) +2S4«*EEK(B&1} 

UK 1160 LHiL0=PLI5T + 4:LH5HI=BLI H ST+5 

TV 1198 REH MB— fBMMBl 

AH 1708 G03UB 5138 



RI 1216 REH I J J J.I IJ tl » I1IIH.I 

sp 1228 an hehu+1 core 1210,1966,3170 

fiL 1238 REH K l IWl'Jll J .1 1 1 J, I Ull 

|U 1248 POKE LH5LD , LOt I POKE luMSHI , HI2 

OH 1256 POKE a*>L0i tPOkF ■9,HZ1 

»M 126t POKE 70*, 14 i POKE 710,0 

JL 1270 POKE 712,130 1 POKE 7*6 j CH4E 



that you must use and not the BASIC listing itself. The 
Munchy Madness Joiner program does it all for you* quickly 
and simply. 

THE JOINER PROGRAM 

Once you have typed, checked and saved listing 2 y and 
designed and saved your screens, just follow the steps shown. 
You don't have to use a new disk hut it is probably wiser until 
you get used to the procedure. 

1. Copy your original Munchy Madness object code 
program to a new disk (NOT the original BASIC listing), 

2. Copy the new screen, or screens you have designed to the 
same disk, You may have between one and four screens. 

3. Load the JOINER program and change the DATA 
statement in line 22 to that of your OLD Munchy Madness 
program. 

4« Change the DATA statement in line 1 2 to the NEW 
filename you wish to use f Don't use the same name as the 
old program). 

5. For each screen used change the DATA in lines 32, 42, 
52 and 62 to the filenames you have used for each of your 
screens. If you have only one screen delete lines 42, 52 and 
62. With two screens, delete lines 52 and 62 and if you have 
only three screens delete line 62. 

6. Leave your new disk in drive 1 and RUN the joiner 
program. A new Munchy Madness program will be created 
on your disk with the filename entered in line 12, 

That's it I You can now run the new Munchy Madness 
program with your own screens by using Option L of DOS in 
the usual way. You can have as many different versions of 
Munchy Madness as you wish. Get designing! 
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GOTO Ute,131S,lIZV, H3B 



GT 1 7 Be POKE 764 
HM L77ft DM OPT* I 

. 1340 ( 1359 
ZK HOH CHAfi=^PACF CDtd 1366 
LP 1310 C H OH -1, A HP ; GOT D 1368 
TB 1128 CH6H^1*ALL iGOTD 1368 
HH 13 38 CHAR=EOGE=CRTn 136* 
EH 1I4« CBflR-HEflBT iGOTO 1364 
Zt* h'jD CnAR = eOLH &r u 

Lit 1360 IF PEEK4764J C>255 THEH 1208 
UE 1578 LOCATE HPOS, YPOS,ALDCHA« 
RU 1360 PH::KPDSrPY=VP05 
UK 1394 PC=CUR50R:Ca*UB SltB 
ad l*68 oldkPOS-hfoS : OLDVPOS-vpoS 
MP 1*10 IF HOT j-IRIG 18* T HE H 1540 
ID 1420 4T=STICK(6J 

SC 1450 IF 5T-B aft ST=6 09 41 = 7 TtlEN HPOI 
=HPOS+l 

KR 1440 IF 5T=* OR 5T = 18 OR *f = il THEH MP 
0S=HPQ7-1 

RM 1450 IP ST=6 OR ST^l* OR 5T = 1* THEM VP 
GS=YP0* - 1 

PH 1*6* IF ST-S aw ST=7 nn ■W -13 THEN YPO 

OH 1470 PH = CI &KPOSlPV=OLDYPDS 
UZ 14110 PC=OLDCHAH iGOSUD 5078 
DK 14*8 IF KP0S>H IHE* XPOJ-ft 
V» 1686 IP KP05<0 THP.K KPDS-I« 
ZT IftlO IF YPO*?23 THEN YR01=0 

1H 1520 IF YPOS <6 THE* VP05=Z3 
RR "TO 130* 

1*1 1548 pc=OLKHIiBH;oiUft 5106 
V* 15H8 0** DPT + 1 SOTO 1560. IBBO, 160*. l«ZB 
*164«, 1600 

At; 1560 IF HP6S=* OR KP04=37 OR rp05=8 OR 

YP05S23 THEH ERR = iSCOTO 17B8 
RH 1576 SftIO 1710 

A I ISO* If MPOS-O OH MP OS =37 OH VP 05=0 OR 

YP8S=2I THEH EftR = l r GOTO 1700 
n> 1590 tO TO 1/14 

EH 160ft IF KP05=5TARTHR05 AHD VPO*=STARTY 

PCS THEH ERR=2;C0TQ l70ft 
RH 1*18 GOTO 1718 

ZH 1628 IF MP06S4T APT KP0 5 OUR YP05=5T*RT¥ 

P05 THEH ERft=2 : GOTO 1740 
HC 1^30 GOTO 171* 

ZV 1*40 IF UPO^t OR XP07SI7 OH YPO>"0 OR 

YP05=Z3 THEH ERP-1 : GOTO 17B8 
ZH 106* IP HP0S=5TAftTHPOS A HO VPOS=STARfY 

POS tHEH ERR"? : r.UVU 1700 
HQ 1648 IF HP07=EKITHP0S RHD YP05=EWIf YPQ 

J THEH ERR =3 i GOTO 1700 
HI) 10 7ft GOTO 1710 

AH 1600 IF KftOS=0 OR *ROS=37 OR YPOS=0 OH 

VPO-, J.! THEH ERH-1 S GOTO 178 4 
AI 14*8 IF HPRS-M AftTKPOS "HO YP0S=5TAftTV 

POS THEH E RH S J i GOT 0 17BO 
HA 170ft IF KP0S=EHITXPBS RHD YPOl=EHITYP0 

5 THEH ERR=I=COfO 1750 
OH 1710 IF 01PCMAR=HEAHT THEH HUMH EflR T S=H 

UMHEAHt*-! 

CK 1728 IP OL DC HAH -BOULDER THEH HUHBOUt BE 

H 5 =RU HBO UL D E R 3 -I 
TH 1730 IP (CHAR-HE ART OR CHAR=DOUl OEftS A 

HD eHUHHEAHT4+HUHO0Ulfr£Ri>=256? THEH E 

RR-4 1 GOTO 1706 
VD 171ft IF CCHAA=HEA*TJ HMD CHUWHEAAT*> =7 

71 THEH EAR=5 ,«OTO 1780 
ZT 17 4B IP CHRR= HEART THEH HUMHEAH T7-SHUHH 

EOflT5tl 

ZA 1750 IF CHAR =60 OLDER THEW HUHBOULDER5= 

HUHOnULAERS*! 
GE 17BB Pt=CHAR:CDiUB 5»?0 
EH 1770 OLDCHaR=CHAH ! CO TO 142ft 
OF 1700 GRAPHICS 0 

LH 177ft PQKt 7ft7,14 5Pn*E 7 1ft ,160 
UZ IflOO POHC 712, ZO^POKE 756,224 
P* 4410 POKE 7fS2,i 

YH 1020 RRIHT CHHf * U51 ; CHftf (SS" 
HK 10» PRIHT 'I "1 ' 

oi 10 4* PRiHT ■iiajasMiL'i 4 mjitti r 1 

-1 ' -:PH1HT 



po 
af scr* 



CH lOOB IF -4TRIGC01 THEH 10BR 
BO 1B70 IF HOT 5TH1GC0J THEM 1470 
HE i7ftR ^0 TO 134 8 

i H 171ft PRIHf "113333 111*9*1 th^«t#i 
sitioned on" = PRIHT " Bdiir 

™ , " : REIUHM 

HE 1720 PRIHT ^DHUS HlP9«l character P t> 
Sitinnfd on>':P«IHT " play»r -S 51* 

r"t pas i X i or ■ " i RCTUP* 

IH l*3B PRIHT '"93333 illegal eivar»ci*r po 
ititioned o*i"*PHIHT **it posltia 

n j " : RETMRH 

hh 1746 priht 'Haaaa Too »*ny heart* and 

bQULden, » : RET URH 
KD 1745 PHIHT "3aaai Too heart*. "IRE 

TUHN 

UH 176" OH 0PT*1 BOTO 1«B , 2450 . 71*8 , 2506 
,2806 

YH 1700 G01U0 4030 1 If AOORT THEH GOTO 120 
0 

ZL 177* IP KP07>=Ift OH TP05>=12 THEH CRR" 

lfGOTO 4G50 
CH ZftflB IF HPO-S^ Oft YPd5 = 0 THFH ERR = 2lGD 
TO 4650 

AZ Z410 IF CllDtHARzHAlL OR OLPChaR=EDGE O 
fl OLP CHAR -HEART OR OL6C HAR -60 UL DER THE 
H E«R-3:G0T0 «S4 

2*20 ^TflHTJtP05 = KPOU 5TftHTYPDi=VP05 
HM 2BIO tOTO 1 J«P 

HH 20BB GOSUB 4BSO:IF fl^Rf THEH 40T0 12R 
■ 

MY 2*60 IF OLBCHAH = HEAftT OH OLDCHAH " BUUL1> 

ER THEH EflR=4:«0TO 4650 
VU 2*76 EHITKP0*=KP05:EKlTYP05=VP0i 
OL ZOO* GOTO 120ft 
PL 2B70 HTM a3»TI15I!Tj0 
AU 2160 GRAPHICS * 

LP 2llO POKE 7B* J I4:POK« 710,7X4 
JO 2120 POHE 712, 7B: POKE 752 >1 
CD 2 1 J A POKE 76 4 . 2 B* 
HL 21*0 PHIHT :PRIHf 
RO 215S PRIHT '11 
OP 2160 PRIHf '1 — 
UH 2170 PHIHT t PRIHT 
OH 2160 PHIHT :PRIHT "6 
,0K 2178 PRIHT j RRIHT "1 
HI 2206 PHIHT TPRIHT "2 

* Halls'' 
RK ZflB PRIHT i PRIHT 

over ft EWit" 
ft* 22Z6 PRIHT ; PHIHT "4 
■d" 

TH 2230 PRIHT fPBTMl 



LUE=WflLUE-l 
ZV 2IB« IF 5Tr6 Oft ST=16 PR 4T=14 THE H UA 

LOe=VALUE+lB 
AR 2510 IF M = 5 OR 5T1 OR 5T = 13 IMEH VAL 

UE = UAI_IIE-14 
HH 2526 TF VALUE <0 TMTM VALUE _ Uftl UL i 256 
PD 253ft IP UALUE>255 THEH yALUF-WALOE"25ft 
EH 25*» POKE 70B*CC ,UALUE:G0T8 2440 
Z A 2450 IF HPT 5 TRIG f 0) THEH 2550 
EP COLS IEC5 -UALUE : SOT D 1180 

CC 25B8 LRAPHIC5 • 

HJ 25*e POKE 707.14:P0KE 7|H,224 

JU 2BBA POKE 71I.76:P0KE 742,1 

CH 2610 Pfl*F V64 H 255 

ET 2620 PRTMT i PRIHT — 



-I- 



HK 2630 PRIHf 
GO 264 8 PRIHT "t 
HC 7650 TIHESTBl 



Land" 
Hearts" 
pou Lders 

Edge^i r Rl 

Bachgroun 



IHT CTIHE/lOftl 
WH 2568 TIMES C1>=IHT C f f I HE - 1 B©" f I HES €61 1 f 
i« 

DZ 2678 TIMES f21 = fIHE-10*Mf IHM 16> 18»TIH 

2600 PRIHT : PRIHT "Tl**» 11 ; TIME S t B) \ T IH 
ES 111 ;TIP*4C21 
HJ 2570 CT=2 

LO 27*8 IF PEEHC7B4) <>255 THEH 1200 
AH 27 LB IF HOT ^fftlGCftS THE" 2640 
IW 1720 5T=*TtCKtftl 

HH 2730 FOR DEL A¥= 1 TO SiHEHT PEL AV 

HE 27J8 IP ST = 5 OH 4T=6 OR THEH PO*I 

TIOH 7*Ct.0iPRIHT TIHEHCT1 : CTSCf *i 
OH 2756 IP ST = 7 OH M=10 OH »t = ll THEH PD 

SITIOH 7+CT,5JRRIHT TIME7 CC f 1 : CT=CT~1 
AD 2760 IF CT<ft f HEH CT=2 
AG 2770 IF CT>J THEH CT=8 

TP 27B8 IF ST =6 OB ST=10 OR >T = H THEH TI 

HE*ICT3=TIHE4fCT3+l 
EH 277ft IF 1T=5 OR ST=* OR 57=13 f HEH TIH 

ESCCT1 =TIMEStCTJ -1 
UI 7HB0 IF TIMES CC T 1 <0 THEH TIHESCCf>=* 
OV Z01O IF TlMEStCTl>7 TMEH TIHESfCTi=0 
VU 2620 POSITIOH 7+CT , 5 i PRIHT CHH4 CTIHES ( 

6T14176J 
HP 2 BIO COTtl 27*0 

01 2048 IF HOT 7TR1GC81 THEH Z048 

DO 2056 TIME = 100WTT«SC01 tlO»TIHE5tll+TlH 

E»<21:IF TIHEC4B THEH TIHg=46 
QV 2860 GOTO 1X8* 

?* 7D/u rem. rmxuAU'i irxmioi} 

CI 2BftO GRAPHIC'S 0 

HP 2070 POKE 707,14 ; POKE 716,224 

KA 2706 POKE 712,76:PDKE 75Z,1 

GH 271B POKE 764. 2B6 

CA 2720 PRIHT : PRIHT 



:r 



HO 1B50 PHIMl 
HIHT 

TH 10*0 OH FRH &05UD 1718, 1728, 173»> 1*46 r 
1745 

G A 167B PRIHT : PRIHf i PRIHT "press triftft 



Set colour" 
CR ? 248 POSITION 13 . 17 : PRIHT CHftS iCC+t7 6J 
146 2258 rOR 0EtAY = l TO BiHEKT DELAY 
I H 376* IF PEEK C764) <>255 THEH 1280 
va 2276 IF HOT S-TRlG C81 THEH 2346 
JD 2Z80 4T=STICKt*l 

CR 2270 IP 5T=6 Oft ST=16 Oft 5T=l4 THEH CC 

=CC+1 

KB 2300 IF ST=5 OR ST=7 OR ST =13 THEH OC= 

CC-1 

HG 2318 IP CC<6 THEH CC-4 
GR 732B IF CO 4 THEH CC^8 
OH 2330 GOtO 2248 

UJ 2140 IF HOT STRIGC*> THEH 2T48 
Ft 2 356 &HAPHICS 1R : POKE 75B,CHSET 
OR ?3B8 FOR CL-6 TO 4 
M u 2 376 POKE 706+CL,COLSCCt^ 
HI ZJRB HEKT CL 

VC 2»*8 SH=PEEH«*81*25fc-PEEKI07? 

BZ 2488 POKE SN+2*,l:PDHE SHt33.134 

VC 241* POKE SH*66, 177 1 POKE SH+71 ,** 

ZJ 242ft POKE SH+106*lSl 

HA 3430 POKE 764,255 •■ VALUE =C 01 > ICO 

LT 2**8 IF PEER (7641 <> 285 THEH SlBft 

YV 2450 IF HOT STP1GIB5 THEH 2550 

JO 24B8 ST=STIEKt01 

Hi 2476 FOB 6ELAY = 1 fO 5 : H E H T DELAY 
DZ 2*8B IF ST=* OR ST=G Dft ST=7 THEH UDLU 
E=VALUE*1 

CO 24»« IP ST = 7 A* ST = 16 OR ST = 11 T M EM VA 



PS 2730 PHIHT '1 
OS 7748 PRIHT "L 
LO 2758 



HAH t S ( 0 1 = IHT CNUHCa LLECT'1B> 
OZ 27B* HAHTSC11 =HUMCOLLECT - 10»HARTS E8I 
01 2770 PRIHT t PRIHT "rH*rtt ";HART4(01;H 
ARTSC1I 

SH 278 0 CH=1 

HT 27»R IF PEEK 17 641 O 255 f HEH 1240 
SK iBeu IF *nr ^lUICtoi Tinth 31 SB 
IF 381* ST=STItKC81 

VR 3826 FOB DEL AY =1 TO 5: HEKT DELAY 

OJ 3«2* IF ST=5 Oft ST=6 06 4f=7 THEH POSI 

TIOH 7+CH.BCPftIHT H RRT1 CCH3 1 CH-CH+i 
QY 364R IP ST=7 OR 4T=16 OR ST^li THEH P* 

SITIOH 7 + CH . ; PRIHT HftHT 1 tCHl ; CM^CH-1 
KT 3056 IF CH<0 THFH CH-1 
LI 30*8 IP CH> 1 T HE H CK=6 

CZ 3076 IF ST=4 OR ST=1R OR ST=14 THtM HA 

RTSCCH1 =HAPTSC:CH1 •! 
PP IftOO IP ST=5 OR 4T = 7 OR ST^U THEH H*R 

t 4ICH1=HAHT5(CH5-1 
EJ 1078 IF HAHTStCHJtft THEH MARTS ICH1-7 
HI IlftO IF HART^ (CHI "> 7 THEH HARTS CCHJ 
AJ 311* POSITIOH 7+CH,5=PftIHT CHR$fHARTS( 

CHI * 1741 
HU 1IZB COTO 7776 

SV 3130 IF HOI STRIG16? THEH 3130 
RK 31*8 HUHCOLLECTlB#HART5l*l*H*RT5(llJl 
f HUHCOLLECT -8 THEH HUHCPLLECT=1 
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OF 


3 ISO 


GOTO 17AB 


H» 


307fl 


GOTO ISBI 


£K 


4blB 


IP HOT STRIGfO) THEH 4630 


AG 


5 16B 


htm rrjm»ra JJJ1J IHIiLI 


KB 


I8BB 


TRAP 3090 1 CL05E HI 


OH 


4644 


GOTO 12«ft 


ML 


J 1 /ft 


OH QPT + 1 GOTO 3106 . 34 1 B r IVjU 


OF 




PRIHT CHH$c75:i? i 'HBZ31 I/O error 


BH 


465ft 


r.fldPFtlfh O 


LF 


s i ee 






loading scrwn" 


KZ 


4bbfl 


POKt 709jl4;P0KE 71fJ r lf>a 


Dt 


j us 


[.RAPHIC^ 0 


KM 


31B« 


PRINT I PRIHT H '-preFF= trigger-" 


JA 


467ft 


POKE 71Z,70:POHE 7BI.1 


l a 


I. !H| 


PBKE 7a?,12;P0KE 710,144 


YE 


ni« 


IF 5TBIGEB) THE H 3910 


HE 


46ftO 


POKE 764,255 


HE 


3Z1B 


PUHt 712,110:P0KE 752,1 


OC 


392ft 


IT »«1 MHIKBI rUFM 


Zft 


46 9 6 


PftlHT CHR5 f 125) ; CHRt E7531 


14 
AO 
HG 


3226 
3230 
3246 


POKE 764.I?5R 


nr 

oc 

CC 


2 140 


EOTO 1200 

REH LffVXJftHJ JJU.il 


YZ 
HG 


4766 
J 7 1 O 
4 77H 


PR1HI ■ "1 ft-1 4 A 4 1 :IW4j!;Ti*I t" 


ppiht "inrTWTiJ iiiii" 


GRAPHICS 0 




51 


3256 




HG 


3960 


POKE 709rJU:POHt 710,144 




MINI 




k'U 


3266 


PHTMT :PRTNT "ftrf yClU SUre? " 


KO 


397ft 


POKE /17.11ft 


ELM 


4/IB 


OH ERR GOSUO 4 760, 4 790, 4006 r 4610 


B5 


3270 


HIPE=ft 


HJ 


'■'.!.< 


POKE 764.255 




474B 


priht sPAIHT :PftIHT "-press trigg 


IF 


I?EB 


PDMtlDN 16,5 


KP 


11M 






•r-" 




FU 


JZ»B 


if hi hi. ittrn print "7TT\" : c.n r (f ISJ 


1 (. 


4 a IF u 




BK 


4756 


TF M U [(. [ID THEH 4 /4 ft 




0 




ZH 


4ni a 




E H 


4 /tiB 


IE HD1 5IH1618) THEH 4766 


VP 


3 3 66 


PWTMT "3H ■' 


VK 


4a?B 


IF HUFUl t A R T 5 > =HUPtC OL L EC T THFH 4SO 


ii 1 


47 76 


GOTO 1964 


LK 


13X6 


IF PEEK C754) 41 Z55 T HF H IZOB 




H 




Mr 


4 7BB 


priht -Lflaijl Start position outii 


ZS 


3 3 76 


IF HOT 1TUKIBI THEN 3370 


F B 


483B 


poict /52,l:PRIHT cnni(7S3); "3H3S 




dr dF": PAIHT " first screen bound 


BG 


333B 


*T=5TIC« CO) : IF ST = 15 THEH I3JB 




HOE 


enough hearts on smtn ■■ 




S , " : RETURH 


CV 


3 3 46 


HIPE= HOT HIRE 


KH 


4040 


PRIHT v ph x h t ■ press trigger-" 


IK 


479ft 


PHIHi "U JJ.i J [iiF34i itar t positi 


El 


3356 


IF VTICff !0> <>lft THEH 3,35* 


UK 


4ft 5 6 


IF r iTRK.(Bl TULH 4 050 




nn tin edge" : PRIHT "« of screen ■ « 1 H 


II 


3 3 66 


GOTO 3Z60 


HO 


4060 


IF HOT ^TRlLlO) THEH 4050 




1 1 URN 


AH 


3376 


IF WOT MHTCCUJ T Fit. M IJ/U 


OK 


487B 


CBTO 120ft 


BH 


4ttFJO 


PAIHT H 133333 Start positioned bvi 


if 


3366 


IF HIPE THEH &B6PHIC5 A £ POKE 55?< 


&a 


A 0H B 


PRIHT "Please specify the tftftl i <F 




r «1L > ":PR»T " edge, heart h 




0 : RUM 




1LEHAHE>" 




ou Ider ."; RETURN 


OU 


3 3*6 


GOTO 1ZB0 


HE 


4090 


PRIHT "to which the screen should 


TB 


461ft 


PRIHT "UJJuU FY it poMlmiirJ aver 


GH 


3466 


REM II I Fit fU L IT 




fae saved . " 




heart or ■ : Pff iht " hou) der . " : RETU 


Be 


34 IB 


EHAPHIC 1 ) B 


TF 


a ion 


TRAP A 1B0 t PO5ITI0H BjO 




AH 




L h 


2420 


POKE 7ft9,12sP0KE 71B r 144 




A 1 1 B 


priht t tiff 5 1 156) j "F i lenane " ; 


LI 


4024 




hPU 


3436 


POKE 712 i lift 


TH 


4120 


IHPUT FHt 


AI 


dO30 


POKE LH5l0,L42 iPOKE LHSHI,HIZ 


GN 


3446 


POKF ?b4,ZS5 


va 


-13B 


IE FHi- — ■ THEH POKE 75?,1:G0T0 IZ 


PI 


4040 


POKE 06. LOT IPOKE BJ,fll2 


HU 


34&B 






OO 




CH 


4BSe 


POKF 761*14: POKE /10,0 


zv 


3466 


priht 'iinTKiTrmir' 


BY 


4140 


IF FHS II r 11 O -D" THCH 4100 


JH 


4860 


POKE 712 ,130: POKE 7BO- > CH5C T 


AL 


3 470 




Aft 


4LSB 


1HAP 452ft;0PEH Bl, 8,0. FHS 




4670 


POKE 764 , Z55 : A BOB I O 


DH 


3466 


PHIHT "Pl**»# IP« i the IDnl !<F 


L>r 


4100 


POKE 752 , 1 1 PRIHT 


UA 


4800 


IF PEEK C 764) O 255 THEH A BOA 1=1: RE 




ILEHAHE?" 


PM 


4176 


TRAP 459ft;FOR C0L=B TB 4 




TURK 




EE 


L4f\> 


PAIHT "Iron which the screen win 




4100 


PUT ttl, CQE » ECBLl i HEKT COL 


UK 


4698 


LOCATE HP09-TPB3,OL6CHAR 




be loided." 


LH 


4196 


PUT ttl X 5TARTHP05 


RM 


4900 


PK-KPD1 : PT VPO^ 


UN 


iiOB 


TBAP 3540 : P05ITI0H 0,9 


LF 


4Z00 


PUT HI,'.IARITi>ll'> 


PB 


4910 


PC-CURMRltBiUB 51UB 


BC 


351* 


PHIHT CHjR$ CI 56) ; "F i 1 p-n am- ■■; 


'■II 


421B 


ab DA = 71 6 6 + 4ft*5 T A R T V PO 5*5 TOR IMP B 3 


AT 


4TZH 


OL PHP 0 S= KPO 5 : OL 0 VPO 5 = YPO S 


TU 


3520 


IK PUT FH$ 


DL 


4220 


GO SUB 4550 


KZ 


4930 


IF HOT 5 TRIG (4? THEH mate 


V 1 1 


3SJB 


IF FHS-"" THEH POKE 752,1; GOTO 12 


Gft 


4Z30 


PI = I H T f HUHr DL L E CI/ 1 B> 


JH 


494 0 


VI ii [CKIB1 




66 




MM 


4 7 4<* 


D7 HLIMCdl 1 f CI I«"ID1 


-5« 


4950 


IF ST=5 OR ST=6 OR VT"7 THFH KPCfi 


FP 




ir FNtti i llO"b« THEH 35*0 


BF 


42^0 


PUT ttl r ?B4 + &1 ;PUI fflL, 204+O2 






UP 




TRAP 3060 1 OPEN »1 , 4 , 0 , FHS : PPKF 75 


EF 


U6fl 


IL EH1 (1 ]M! 1BB1 


LK 


4960 


IF ST=5 OR ST=10 OR 9T=11 THEN KP 




2, i ; priht 


IV 


4270 


T2 = IHT ( C T I HE - lBO*T 1)710? 




05=HPO5-l 


n 


1S6H 


raap ^aBe-roB cdlb TO 4iGET Bl,U 


CL 


4Z00 


Tt-TIHC '10 B»T 1 - 1 B* T 2 


00 


4970 


IF 4T=A OA ST = 10 OR ST = 14 T'MJEH YP 




AL 




FF 


4290 


PUT ttl, 204 "Ml; PUT K1,?B4UI 




«"i ¥F 




j a 


i % / u 


COLS CCOL) = UAL : HEKT COL m 


HI 


4. Ififl 


PUT Hl,264+T3 


as 


4900 


IF 5T=:5 Oft ST = 9 OR ST = 13 THEH YPO 


Rf 


ma 


GET ttl, ST AHTHPOS : GET HI , ST ARTYPGS 


UP 


4310 


AO Dft= 716 6*4 0»E K I T YP B i+EJtl T M P 05 




S = VPOS*-l 


VO 


3*56 


SET HI j DUMMY t GET ttl, DUMMY 


BH 


437B 


tCHLlO 455A 


PG 


4990 


PK=QLI>HPDS : PV=OLl>YP05 


lift 


366ft 


GET Hi, Dl : frl=Dl-204 


RJ 




PUT ttl j HUHHEART5+HUHB0UL BFH"i 1 


T M 


540 0 


PC = 0 L DC H AR : GO SUB 5 090 


HB> 


3616 


GET BI,D2: DZ=D2-2*4 


CH 


4340 


BASE=L02*256»HIZ 


CI 


5010 


IF HP0S7J9 THEH KPd»=0 


MY 




HUHCOLLECT = 1 a«D 1 * D Z 


OH 


4350 


FOB 3 -ft tO Oftt 


YD 


50 ZB 


IE MPD^B T Fit H KP0S=39 


KY 


3636 


SET Hl,Tl:Tl=Tl-2«4 


OP 


4 .1 f, Ll 


TYPE=PEEK CBA5E+IJ *32 


ZT 


iBJO 


IF YP05>23 THEH YP0S=0 


AA 


3646 


GET HI , TZ : TI=TI-7B4 


OH 


4 .1 SH 


IF TYPE=HEAPT THFH PUT HI,l:flDPR 


SH 


544 0 


IF YPBVCB THEH YP04=2I 


CC 


36 SB 


GET ni, 13: T 3=73-284 




?1E7*I :Cn',IIB 4S5B 


HG 


5450 


GOTO 4080 


GH 


36 50 


TIME=16ft*Tl+10*T2*T? 


PH 


436ft 


IF TYPE=B0ULOEP THFH PUT Ul. V:AQD 


MM 




PC=0LI>CHAR:G05t|H S3 OA 


YD 


3B7B 


EET SI , LU ; CET H1,HI 




ft= 71*7*1 jfiOSUO 4550 


YY 


ift/O 


IF HOT ST RIG {03 THFN SO /ft 


CO 


XbftO 


EriIT4FF5=L0+256«HI-716e 


FZ 


439ft 


HEHT I 


BO 


548 0 


RETURH 


LO 


3 6 90 


EHITYPOS=IHTf EKITQFFS/441 


ER 


440O 


STARTL0C = 40*STBHTlfPU4**TARTl(P0S 


SH 


5490 




RG 


3700 


EMITKPO5=EHITOFF5-4O*EHITYP05 


BC 


i.4. 1 h 


FOR 1=6 TO 9*» 


OY 


5100 


POKE LO2 + Z55WHIZ + 40«F1f»PX P Pe-I2 


HH 


371ft 


GET til , HUHBER 


IF t 


447B 


IP I = 5TAR TLOC THEH PUT H1,196:G0T 


AI 


5110 


RETURH 


TU 


3710 


FOR 1=0 TO HUHBER 




B 4 S0B 


BD 


Sim 




YC 


3730 


GET til, DUMMY; GET ttl , DUMMY 


«I 


4434 


T'rPE = PEEKCBA5E + Il+32 


XU 


Bi.lt 


POKT tHVL 0 , L Dl ;P0KE LH5HI,HI1 


PZ 


I74« 


GET ttl , DUMMY I HEKT I 


YV 


4 44 M 


IF TYPE= SPACE THFH PUT HI . H 


H D 


5148 


POKE 04, LOU POKE 49, Mil 


pp 


375ft 


0ASE=L02*2 56«H 1 2 ; H UHHEA P T S - B ; HUHB 


UH 


4456 


IF TYPE- LAHP THEH PUT ttl r ) 


OA 


5150 


POKE 7B9,14:P0KE 71B r ZBB 




DULtEH 5 -O 


ft5 


446ft 


IF TVPF-HAll THEH PUT 111,134 


Z Y 


5160 


POKE 712,202; POKE 756*324 


BH 


3766 


FOR 1=0 TO 95* 


EK 


44^ 


ir TYPE = £PGE THEH PUT ttl, 197 


U Fl 


SI 78 


ir HOT STRIGfO) THEH 530* 


r fi 


377ft 


GET W,T¥PI 


to 


44 0ft 


IF TYPE = HEART THEH PUT ttl r 66 


JH 


31 aa 


5T=ST1CK CB> : IF 5T=15 THEH 517ft 


HU 


3706 


IF TVPE-fr 00 TYPE=1»6 THEH POKE B 


JU 


441B 


JF T VPE = H BUL BE R INCH PUT HI, 131 


6H 


5190 


&0SUB 571* 




A5E+IrSPACE-3Z 


re 


4^BB 


HEMT I 


IB 


520B 


ir ST=ft OR 5T=6 6ft 5T=7 THEH MEHU 


JM 


37»ft 


IF TYPE=1 THEH POKE OASE+I , LAHO-3 


IZ 


4510 


TRAP 1240! CLOSE HI ; GOTO 1260 




= HEHU*1 




2 




51* 


452ft 


TRAP 453«: CLOSE HI 


HZ 


521ft 


IF ST=9 6R ST=1* DR 4T=il THEH Ht 


i.l 


XFJBB 


IF TYPE -154 THEH PQ«* f>A5E * £ , MALI, 


PO 


453 6 


GOTO 4160 




HU=HEHIf-l 




-31 




PK 


45 46 


pfh vmm r r u n s{Miir 


HH 


S72B 


TF 5T-ft Oft ST=14 DR ST=14 THEH OP 


a; 


3B10 


IF TYPE=197 THEH POKE ftfi^F * I . FDEF 


HP 


4556 


HI = IHT IABBB/2561 




T=OPT-l 




-II 




Aft 


456 B 


1 O ABDH 2HB*H1 


BK 


S73B 


IF 5T=* Oft *T=* O* lT = i3 THEH OPT 


UG 


3620 


IF TYPE=65 THEH POKE Bft-,E * 1 . Fll tiH r 


FtK 


45/B 


PUT ni,LOfPU¥ HI, ttl 




=0PT+1 




-32; HUHHE ART 1= HU WF AH T 5 * 1 


BK 


4MB 


R L. 1 LI H H 


RO 


5248 


IF HEHU<0 THEH MENU= 2 


LG 


3636 


IF TVPE=131 THEH POKF H A 1 F * I , FJ-a UL 


5ft 


459 6 


TRAP 4660:CL0SE HI 


HT 


5250 


IF WNUU THFH FT HU ft 




PER- 


32 iHUNBOULDER^rHUHBDULDER^ 1 


EF 


4ben 


PRIHT CHHtlZM) l/CI cn-or 


AR 


5ZB0 


IF OPT <4 THEH 0PT=3*CHEHU=0) *2* IN 


FT 


[«4B 


HEHT I 




sauiBft screen' 1 




EHU= 1 ) *2 


JO 


100 ft 


TRAP Lz64;CL0SE HI ; GOTO 1200 


KK 


4610 


PHIHT : PRIHT "-pp«« Tr ■ gB»P-« 


HK 


5 7 70 


if cphehu b and bpt>5) OR CHEHU = 1 


UK 


I*SB 


mar iB^a riEiM m 


HE 


4620 


IF STPIGCO) THEH 462ft 




AHE> 0PT>4) Oft fHEHU=2 AHB OPT>7l THEH 
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OPT =8 
OH 5 2*8 qnsua S7i« 
in s?fB baio 517* 

fO 53*0 IF HOT ITHTCIBJ f HEN 5308 
AH 5318 RETURN 

he iin BEH nmtri tm-lin-wmm; 

£1 5330 POKE i mi. . I. E M' | 
5R 5348 GHflPHir. <i B:PBKE Mt F ( 
BH 5350 POItr /M . 1 :FBlHl 
HU COLD* EDGE : PLOT 8,8 

PW 5378 PBANfO 31,0:PRAHTO 31,23 
TZ 53HB BRAHTO B,23:BRAHTO 8,8 
Hfi 5118 H U MH EAR T 5 - 8 : H MHH BUL BE fl 5 = 8 
/ft 5488 STAHTKPASl : 'TftHrrPO^i 
QE 5418 EKITXP01=2 1(MIT YPBS=Z 
HZ 5 428 HU HC OLLrcf-i : T IHE = 188 
HJ 5438 MPD1-1 I VPOS=l 
IU VMS L02=PEEKC*8> ; HT7-PECK IU1> 
AB 5458 CC=8; RESTORE 114*8 
5E ri4ftH rDH C0L = 8 TO 4; READ UALUE 
AO 5478i CDL1 <CBL> -OALUE NEKT COT i RETURN 
7U S*HB DATA 22,54,18,220,8 
OH 5488 BEH II .1*1*1 K.4 JJl^jVBTfrH J=Hd 
F« B*«B POKE 186,BI5P1 
5H 5518 GRAPHICS 8 I POKE BB*,fl 
DC 5528 POKE 752, 1 'PRTHT 
HJ 5538 PRINT 



EH 8 BEH 



HliNCHY HAPNEB* 
JDIHEB PROGRAM 
Links nmvt screens 1u 
Hiinthbi Hddness 



by Paul Lay, 1*8? 



PACE 6 HA C.fl ? I N E - ENGLAND * 





5548 


PRINT 




1 1 ■( 


»BB 


PRINT 


55GB PRINT 


5578 


PRINT 













* 












AH 1 REH * 
AT 2 REM " 
TO 3 HFH » 
H5 4 REH R 
BP 5 REH * 
HH « REH * 
HR 7 BEH * 
JB B REH • 
EO 1 REM ***** 
BP IB REH 

CR 12 BAT A D:NEH »BJ 

mb 28 reh oirMMitam 

MM 22 BATA B10LP.8BJ 

LH .1M REM kHJIJl»l 

IN 31 BATA DiM.H-ttMI 

HN 4B REH L-H-JJdJHfcl 

SE 42 BATA Vi5£BEEH2.HHS 

MB 50 BEH t-JJJJJJBTM 

GH 52 RATA B ! SCREEN! ■ MH5 

NT 60 BEH sums! 

HO 11 BATA 0;5CREEH4.HT41 

CK 78 BIH FH3C15} 

iB 88 REAP t Mi 

MB 38 OPEH tt^B.a.FHS 

CH IBS PUT ni,Z5*lPUT HI, 25* 

r.i i i (i h-uT ttl , n : nui ill , 12 

HZ 128 PUT HI, 41: PUT #1,47 

5A 138 RE IB FITS 

ZD 148 OPEN tt2,4,*,FNS 

OH ±511 FOR 1=1 TO 6 

KP 168 GET BI , BUHHV i HEHT I 

ZB 178 ABBRT2MB*fciBYTES=3874 

HU IBS GO 5 LIB llBBtGQSUG 1B6D 

n i i in PUT Bl.niPLi i*l,8 

HP 2*0 PUT HI,*; PUT dl a O 

OL 2lO PHI Hl,112;PilT 111,120 



AV I7B PUT lll r 12fl:POT Ht,13* 

LB 238 CLOSE H2 

BR 24* HEADDR-1L2 :BYTES=Z*4* 

HI 258 FOR 1=3 T O A 

HZ 268 TRAP 3 IB: READ FH$ 

CA 278 TRAP 328;0PEH H3»4,8,FHS 

IC 298 PUT ttl, 8: PUT ttl .HI AD RB 

BK 218 PUT ttl , 2 5* t PUT HI , HIDDDR t-7 

HG 9*0 &05UB 118B:G05U* L OB B 

II J18 H I A DOR -HI ABB R + 6 

TE ilH TRAP 33*;CL05E HZ 

FZ 338 HEHT I 

FX 348 PUT U*.2Z4:PUT ttl , 2 

fv IB* PUT nl, 225:PUT ni,v 

BH :i.n PUt HI , 288 : PUT ttl, 12 

IH 37* CLOSE -ttl :EHfl 

IB 1H1* POKE 950,11 

ET 1828 HI = IHTCABBR/ , I561 

ZT 183* I D-A&DR-256WHI 

HH IB** POKE 852,LO:P0KF ai^Hl 

FU 105* HT=TMT CBYTES/236) 

HT 1 Abfl LD-bTTE5-256«HI 

UB 187* PQKF aao> LD : POKE 857, HI 

£C 188* L = U5RCAt>H fhO«-WE7"»J 

Bfl lalb RETURN 

HT tlBB HEM 0£EU.1Ul*U-lil^ 

UK 1118 POKE 

GU 1128 HJ=IHT lADOB^2551 

ZU 113* LO= ADBR-2BBHMX 

¥C 1140 POKE SBB, LO : POKE 861 , HT 

FH 115* HI=tWT*BVTe5^256l 

HU 11B* L0 = BVTE5-256*tlI 

RB 1178 POKE 877,1 D:POKt B?3, HI 
KM L1BB L=USRf APR C'hffl I UP" 3 J 

Rf: I I IB HIIUKK « 



DP 5648 
tJ 5658 
PI 5650 
LO 5678 
IH 568* 
BO *B1* 
DZ 57BB 
GH 5718 
PZ B72B 
FI 573B 
TZ B74B 
AO 5758 
HU 5759 
HT 

B<3 5780 
¥A 5718 
BF 5588 
FJ 5518 
6 

CK 5B3B 
RI sua 

241 
BJ saie 

FB 58 6* 

CH 5*78 

FZ 55flH 

L5 3BTB 

AU 5i*a 

IC **1A 

UL 512* 

HV 5130 

CP 5T*B 

8K 5158 

OH 5168 

ZI SUB 

RE s«a 

BH 5110 



PRIHT "lEHilS^Bll ll 

print iimmii 

PRINT ■-' ■'" 
HE HU~ B ; B P T - B : G B5U B 5788 
LOl-PEtH tftSl :HZ1 = PEEKC81J 
RE TURK 

1TART=3*lBttHEHU ;FIHI1t1-6+ START 
1f = 1+0PT 

FBB K=*TABT TO FINISH 
LOCATE K,Y, £ 

Z-Z*12**tl<12ai i28*CZ>=12*> 
HOI DH I iPLBT H t Y 
HEHT H: RETURN 

REH liLKMjUf IJ UTTaWFiff! 

PAT A IB*, L02 d 11, 173,87,151, 2"Z I * 4 3 
BATA 8.187,255,255,125,68,24^8 
BATA 28, 1ZB, 247, 187, 111, 223, 125, B 

BATA 24 , 24 , 24 , 231 , 231 , 24 , 24, 24 
BATA 251. 151,111, 241. *B1, 151, 111, 



B . Ill . 



ii^ , a 



BATA 221, 

re. h aoin 

RE 1 TO RE 57»B:CH4ET=256*CM1ET 

FDR 1-1 TO 61F0R J = 8 TB 7 i REAP K 

POKE CH5ET+8*I*J,K 

HEHT J : HEHT I 1 CH5£T"CH5ET/2S6 

RETURtt 

5PACE-32 ! LANO =Hl HE ART =3 4 
BOUL 0 E«= 30 : CUR lOB —36 ; EPG.E" 17 
HALL =38 
BETURH 

BTH COLitSl ,TIHE5l3Ti .COLLECT5t2» 

BlH HABT5 (21 ,FH$<1S1 

RETURN 
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WOOTTON 

COMPUTER 

ATARI 520 STFM 

WITH CUMANA 1 meg DRIVE 



L510 



+ POST & 
CARRIAGE 



SUBJECT TO AVAILABILITY 

WOOTTON COMPUTER 
is a dept. of 

A.S.WOOTTON & SON. 

116 EDLESTON RD. 
CREWE 0270 214118 
CHESHIRE CW2 7HD 



ARTICLES 



More s welt written, in depth, articles on all aspects of 
Atari programming are required especially longer 
articles that may be published in two or more issues, 
Almost anything considered unless it has been 
covered recently* check with us first. 



PROGRAMS 



Believe it or not we are running very short of good 
games programs! There must be many more out 
there, send them in! All other types of program also 
needed from utilities to home business to 
programming techniques* 



REVIEWERS 



A few regular reviewers arc needed generally and 
especially specialist reviewers for the ST. If you feel 
you can review specialist programs like music or 
business programs let us know. If you can review 
particular types of games for the Ji bit in depth let us 
know. We want to set up a small panel of reviewers to 
be able to cover all the different types of software we 
receive for review. 

We will pay for all contributions published at the 
rates current at the time of publication. That may 
help you enjoy your hobby even more! 



EDITORIAL ASSISTANT 



We will shortly require an Editorial Assistant to 
help with all aspects of producing PAGE 6 including 
evaluating readers contributions, writing reviews, 
researching articles, putting disk collections together 
etc. This will be a full time position suitable For a 
young Atari enthusiast. 

You must - be totally enthusiastic about, and 
committed to. Atari 8-bit computers; be excited by, 
and willing to learn about, the ST; be able to use a 
word processor effectively; have a good command of 
English and grammar; know Atari Basic inside out; be 
willing to work late when necessary; be quick to learn; 
he meticulous in your work - and more! 

Experience in producing a newsletter might help 
but enthusiasm and ability combined is the key. 

If you are interested please write with full details 
of yourself (age, qualifications, experience, interests 
etc) and enclose a sample of your writing skill such as 
a review or short article. We can then discuss the 
matter further. 

Please write to me personally (Les Ellingham) at 
P.O. BOX 54, STAFFORD, ST16 



GREENWELL COMPUTERS 



11 4 QUE ENS ROAD, C li K A DLE-H U LM E , 
CHEADLE, CHESHIRE, SKS 5HS 
(MAIL ORDER ONLY) 
CALL (061 ) 485 1126 
AT AH I ST HARDWARE 

BaOSTM K*yt».rd only 
S3Q STFM with Bunt m DU DH*» 
520 STFM ■■ abav* wH) monrtor 
1040 STF keyboard 

1 040 ST F *itth mofic monll i M 

1040 Si F buHl In D D and colour monitor 

ATARI 8-BIT HARDWARE 

1 30XE, li*K COMPUTER 
105O DISK DRIVE- HEW STYLE 
1.030 DOT MATRIX 



AT AH I 
ATARI 
ATARI 
ATARI 
ATARI 
ATARI 



ATARI 
ATARI 

ATARI 



£3»' 

cafro- 

t4B4" 
C5W 



CALL 
CALL 
CALL 
£30 
EB3 



AM8TRAD NOW AW A I LABI F 

DE 1 1 V E H V CH A K G ES SINGLE ITEMS & " l>A CM .50 
|*AWl-:STl>l-:i Ml.S 
Cheque PO 1 * io"Th* ^rtenwrll Crimp" 
GIROBANK Tran&caih A C 6? 0>4 JWJI 
i at Iht Pom Office) 



TITLE SCREEN CONTEST WINNERS 

From the amazingly small number of entries <I thought 
Atari owners were proud of writing programs?) the 
following winners were selected. 

MUST PRIZE of £75 and a Disk Subscription goes to D. 
Stuart of Maidstone whose program is on this month's disk* 
SECOND PRIZE of £25 and a Disk Subscription went to 
Robert Gibbons for a super spinning disk which you will 
on an Issue disk later. 

THIRD PRIZE of £IS and a Disk Subscription went to 
Stephen Bloxley for a program that would have been ideal 
hut used music from POKEY PLAYER which is t 
unfortunately, copyrighted elsewhere. 
Finally, an honourable mention must be given to Steve 
Pedler who may have been among the prizewinners for a 
faithfully reproduced copy of our logo* Unfortunately for 
him we changed the logo from the Last Issue! 

Thanks also to J.F. Ho wart h, Allan Palmer and Allan 
Pickett who submitted the only other entries! 
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TUTORIAL SUBROUTINES 



1 



WHOLE DISK 
CONTENTS 



Start of a new series in which 
Ian Finlayson presents short 
subroutines which are highly 
documented to allow you to 
understand exactly what is going 
on. 



There are many programs around which will list the 
contents of your disk to the screen or to a printer, but all of 
them have a common disadvantage - if you have a very large 
number of files per disk you have to scan several pages of disk 
contents and watch the list scroll away or print it out as hard 
copy. This situation can easily arise if you write many short 
letters using a word processor making it difficult to keep track 
of all your correspondence. I find AtariWriter very frustrating 
in this respect as the list of files scrolls rapidly and the 'Control 

1 ' interrupt does not freeze it. Printing out the contents results 
in a long narrow list of the filenames which is not ideal for 
retaining with the disk. 

Here then is a short program which will list 64 tile names 
to a single screen - that is as many as are possible under DOS 

2 although some other forms of DOS can accommodate more. 
The program is intended to provide a tutorial and to provide a 
useful subroutine at the same time. It can be readily modified 
for other purposes and will give a neat printout if you change 
all the ? commands to LP. 

PROGRAM BREAKDOWN 

Here then is a full breakdown of the program which I hope 
will help you understand and use the techniques in your own 
programs. 

Line 30999 - This REM statement is merely an identifier, I 
find such reminders most important when keeping small bits 
of program or subroutine for later use, otherwise things get 
lost. By putting it on line 10999 I can delete it, to save memory 
if required> when incorporating it into a larger program and 
still GOSUB to a round line number. 

Line 31000 - Dimensions the string IT IAS. For use in 
subroutines it is as well to avoid the more common names for 
strings or variables as they can clash with the main program. 
The disk directory files we are going to recover are of the form 
++ * FILENAMEEXT XXX" - 17 characters each. The * 
shows locked or unlocked, then there is a space followed by ihe 
filename and extender (without a stop between them),a second 
space and then the number of sectors the hie occupies. 

Next we open IOCB #3 to the disk directory (as signified 
by the 6 in the open command. Using the two * wild cards in 
the **D:*.*" name will access all the filenames on the disk. 
This can be changed to suit your needs, for instance if you 
only wish to list picture tiles from a disk you could use 
l D:*.PIC" and any file without the PIC extender will be 
ignored ;sueh as DOS. SYS for example"). 

The first print statement clears the screen and puts a 
heading in the top line. The technique is not difficult to use 
and is very much the same as cursor movements around the 
screen except that to stop them taking effect immediately each 



KT KEH ** PAGE b *» 

w* SUBROUTINE TUTORIAL ** 
»* DISK CDHTEHtS ** 

flU 31086 6 IH TT 1 $ tW J 5 OPEtl^Jta , B , "D i * - 

E 751,1 

RE I1B10 FOB TTI=* TG 2SIKPUT ttS.TTlSilE 

TTlSt4,85=" FREE' 4 THEM 31B3« 
HA 3i82B PQSIIIGH TT2«13 , t I 1 t ? TT1**2.1BJ 
TT1$ til, ill i HJEHT TT2 S TT 1-TTl + It 60 

TO 31818 

CL Ubt BJiOPEN B3,* 1 fl,"lt:"!CET , TT2 
IP Il#46 CLO^E H3:POKE /52,&;EHD 

Control key sequence is prefixed by Escape. In this instance 
the first three characters in the quotation marks are obtained as 
follows: 

Esc Ctrl-Clear (Clear screen) 

Esc Ctrl -Tab (Tab right) 

Esc Ctrl-Rtarrow (Cursor right one space) 
Next we initialise the variable TT1 to 1 - This is the line 
we wish to print directory information on. (The title is on line 
zero). It would be nice to leave a blank line between the title 
and file listing but with a possible 64 tiles to list and onlv 
enough width for 3 on a line we could need 21 lines, so there 
are none to spare in a 24 line Graphics 0 screen. 

Last a n on -zero poke to 752 turns the cursor off. 

Line 31010 - TT2 is the column in which the file name will go 
(0 to 2), INPUT gets a string from the open IOCB #3, Next 
we check to see if we have reached the end of the disk contents. 
The last string recovered from the directory is of the form 
"XXX FREE SECTORS", and we look for a match with " 
FREE". 

Line 31020 - Positions the (invisible} cursor. Each column is 
13 characters wide including a trailing space in the form 
"FILENAME. EXT M have split the FILENAMEEXT 
with a period for clarity. Once the filename is displayed we go 
back to the next of the 3 columns and when all three are done 
move down a row before printing the next 3 file names. 

Line 31030 - This is the bottom line of the display* printed 
after rinding the free sector count in line 31010. The ; at the 
end of the print statement is important as it stops the cursor 
from moving to the next line which would cause the screen to 
scroll up if you have a full 64 files present. 

Next we set up to receive an input from the keyboard. 
The GET waits for a keypress, the variable is a dummy for 
which I have reused TT2 for economy as we don't need it any 
more. 

Line 31040 - After the keypress close the IOCB, turn the 
cursor back on and clear the screen, this is good housekeeping. 
When this is used as a subroutine the Return Statement goes 
here also. * 
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GREAT BRITAIN LTD (ISSUE 27): Apologies to Wi) 
800 owners, the program will not run as listed as it uses the 
International Character Set found only in the XL 'XE range. 
The fix is simple, just change the POKE in line 1060 from 
POKE 756,204 to POKE 756,224, Instead of the £ sign you 
will gel CONTROL-H symbols throughout but this does not 
detract from the game. You could, if you wished, replace all 
CONTROL-FFs throughout the listings with $ (or whatever) 
but there are a lot of them! 



SIERPINSKI CURVES (ISSUE 27); Thanks to Bill Kid- 
sion for a couple of updates to this program. Another level of 
detail can be added by increasing lines 15 and 50 by 1 viz; 

RT 15 DIM 5TC6I : 
KF 59 FOR Z=l TO 5 

Yet another level can be added using Graphics S by 
amending as follows. 

15 DIN ST C7> : F=G 

SU 4S GRAPHICS 0+16: SETCOLOR 0,3,6 

KU 50 FOR Z = 4. TO 6 

ZJ 56 COLOR i 



Line 55 should be deleted. 



SOLID MODELLING (ISSUE 26)"s Andre Kosmos from 
the Netherlands sent in a small amendment to the INTRO 
program to make it automatically run the main program. Just 
add the following line and run DrINTRO.ID as usual. 

J J 95 ? "*RUN";CHR$C34) ;*<D : PROGRAM, 3E>";CH 
R$C34) ;"HJ"; :POKE 764,12 

You can also of course use SETUP.COM from DOS 2.5 
to make an AUTORUN.SYS for the INTRO program and 
make a full autoboot disk. 



SMAR TSHEET (ISSUE 27): The fix in the letters page of 
issue 27 is wrong (our fault). Many thanks to Mr Charles for 
reading his own letter(f) and Bill Kid si on who pointed out 
that the line needs to be split in two otherwise the second 
statement might never be processed. The correct (we hope!) 
fix is as follows 

f>V 1270 LI8-LEM COS) : IF L<B THEN L~Q 
ICC 1271 OUTS (CP, CP+L1 =CLS ; OUTS CCP+L, CP*7> 
= fi$ i RETURN 

Thanks also to Mike Sapsard who pointed out that there 
is an error in the SUM function which can be fixed by 
amending line 1410, The statement in that line FOR Z = A-l 
TO F should read FOR Z = A- 1 TO F- L 




U N A R Q 

software 



BUBBLEBUS 


STAHQUAKE 


7.99 


10.9B 


DATABASE 


MINI OFFICE II 




1T,#8 


OATAEYTE 


Sp y US tPV 1 


B.SO 


12.75 




SPY VS SPY II 


B.SO 






SPY VS SPY 111 


R-SO 


is.TB 




BOULOERDASH CON. KIT 


B.90 


12.76 


DIGITAL 


TOMAHAWK «4K 


B.ao 


12,7* 




FIGHTER PILOT 


8. SO 


10 95 


DOMAHK. 


TRIVIAL PURSUIT 




16.91 


ENGLISH 


SMASH HITS B 


a. so 


il.TS 




SMASH HITS ft 




11.75 




SMASH HITS T 


a so 


12.TS 




COLOSSUS CHESS 3-0 


a. so 


1O.0S 


QHEMLIH 


TRAILS LAXEH 


a, so 


1 2.79 


IMAGINE 


AHKANOID 


7,95 


m.Bft 


INFOCOM 


HOLLYWOOD HUIHX 








MOONMI3T 


rVA 


21.95 


MICRO PROSt 


CONFLICT IN VIETNAM 


1A.95 


lfl.95 




KENNEDY APPROACH 


B5Q 


12,79 


NOVATE H 


MERCENARY COMPENDIUM 


12,TS 


1A-9B 




JEWELS OF GARKNESS 


1S.TS 


12.75 




THE PAWN (Mil) 




18,95 




SILICON DREAMS 


1S.TB 


1 2.T S 




CRUMBLES CRISIS-; 94 K "i 


« 95 


B.BS 




ROBOT KNIGHTS 




BBS 




SCREAMING WINGS 




B.BS 




SPACE LOBSTERS 


fi.oa 


BJS 


ROHICO 


RICK HANSON 




1 2.75 


■TV 


WORLD CUP MANAGER 


a.aa 


ifl.9S 


SYSTEM 3 


INTERNATIONAL KARATE 


5 95 


1 0.95 


US GOLD 


ATARI ACES 
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Don't miss out! Keep right up to date 
with all the latest developments in 
the exciting world of the Atari ST 
with Britain's top-selling Atari ST 
magazine! 





Among the many features you'll find in the 
July issue: 

• An in-depth review of three sound samplers - Pro Sou rid, 
Digidrum and ST Replay. 

• Golf Type in and play tNs exciting pitch n r put game 

• Part one of a new series discussing the techniques 
involved in writing databases using ST Basic. 

• A comparative review of SuperBase Personal and 
Trim base. 

• See the very best in ST graphics in Gallery. 

• Use your B bit Trak-ball on the ST. Easy step by step 
instructions for this DIY conversion 

4 Are you affected by the provisions, of the Data Protection 
Act? Find out with our factual guide. 

% Fancy a change from Basic? We review two impressive 
developement packages - Cambridge Lisp from Metacomco 
and HiSofl's Devpac. 

• Reviewed Arkanoid, Craft on and Xunk r Boulderdash 
Construction kit and Xevious And on the Adventure scene - 
Bureaucracy and Passengers on the Wind are eKplored. 

• Plus all our regular features - Mailbag, Scrapbook and all 
the latest news. 

Available MOW from your newsagent Of larger computer 
dealers. Or why not fit/ in the subscription form below to be 
sure of always keeping yourself up to date with aft the latest 
developments in the Atari ST world. 
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Please send me the next 12 
issues of Atari ST User for £15. 



Access^M asterc h a rge/t urocard/Barcia vca r d/V<sa 

n rrm 



Expirv date 

f 



Card No f 



Cheque/PO made payable to Alan ST User 
Name . — 



Signird. 



Adrirflss 



Post tor Atari ST User, ■ 
Europe House, 6B Chester Road, Haial Grave, . 

Stockport SK7 5NY- I 
Phom or&rs «1-*80 0171 Don't r«»t( to ImM 

feJecum GOW ttmUbon Ho 17. :M A6001 (Wr crwtit Cttd numb*, 
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NEW RELEASE 

WORLD CUP MANAGER 

from S,T.V, SOFTWARE 



COULD YOU LEAD YOUR TEAM TO THE FINAL? 
I INI3 OUT IN THIS NEW EXCITING TELEPRINTER 

TEXT GAME, 
CHOICE OF 24 SET TEAMS TO MANAGE OR ENTER 

OTHERS. 

SCOUTS REPORTS ON OPPOSING TEAMS. 
SPECIAL PLAYING TECHNIQUES TO COUNTERACT 
OPPONENTS SUBSTITUTES AVAILABLE FOR 

INJURED OR POOR PLAYERS, 
UP-TO-DATE MATCH RESULTS AND GROUP 
TABLES, 

FULL COMMENTARY ON ALL GAMES INVOLVING 
YOUR TEAM. 

A GAME TO KEEP YOU UP LATE AT 
NIGHT. 

NORMAL PRICE £9,99 CASS, £11.99 DISK. 
SPECIAL MAIL ORDER PRICE 
£7,99 CASS, £9.99 DISK + 40p p & p. 

SEND CHEQUE OR POSTAL ORDER MADE OUT TO 
S/I\V. SERVICES & SOFTWARE, 9 CHISWICK WALK, 
CHELMSLEY WOOD, BIRMINGHAM B3? *TA 

(JtEMEMBEK TO ENCLOSE YOUR NAME & ADDRESS) 
ALLOW 14 DAYS FOR DEL1VHKY. 



SUPER 3D PLOTTER II 

By; R. Constan 1985 



$ m BEYOND BELIEF! & & 

f you haw* any intent in 3D computer amtHcm and irnag* de$gn. V* raady to *3irJ- 
^orf so-catod "pame macnina" eui-pirfonn s tar, machir* on ltii mariutf today! SUPER 
30 PLOTTER il 4 a oon^iB 3D nn-aQe dssign. &{jay and ammaHcm pactsg* far fx* Atari 
anvjgtar. Thajrtu b mm ntw and wtry powenXI >MnT ngo^hms dbv«to0*d &r Elfin 
Majpe MLailftd ri-rti imige$ on ba rtrtalad and mancMuvrfld ai an amajing projitiBfl rata ol 
3 LQ G 6PW14 p& *KBMi\ TNI 4 th* und □! ar>.natidn :hal *Si oonjxlwfld <rnpossias i(Jf in 
Alan B**« IN THIS PROGRAM ALLOWS MORE WEAL TWE CONTROL THAN ANY 
CURRENTS AVAILABLE 30 SYSTEM FOR ANY B-flfT MACHINE SUPER SD PLOTTER 
il alio contains two MHaiturad, mnvt-i**** aim Emir rouf imaga* via numtne data, 
scrawi with a jcysWsr Han » id ot ih* te**** 01 "» 



* UNSURPASSED 3D PRQ*CTlON SPEED 

* THUe HIDDEN SURFACE EUMWTlOi 
AND SOLID ^CaOR-FUj PROJECTION 

* SUPtS H-flES HWFOirT TUf*£ 
DOT WTRUf PWlTeR WTO A PEN 

$39.95 

H.V. RESIDENTS ADO SALES TAX 
ITMfMrtigtBi 



Dart t> kw** bt tw torn | 



*J€XTEMSW. FMTOftS. PAOED WT>1 
UUiTtS. FOR ULTIWTE DtSiOl 

REStanT 

* EA$¥ DJSK FLE SAVWG I CAUNU AHO 
WEflGNSOF MAGES 

* SCREEN -OVEPLAir AMD "SAVE" 

FEATwes for wFurre wage trTihSiCN 

AND TOTAL COMftiraJTY WTW MOST 
DRAWHO fflOGRAUS 

3DCA.D I 



NOW SUPPORTS 102O 
PLOTTER, Registered owriers 
can upgrade lor €5 



NEW 

8 BIT MOUSE that thinks it's 
a joystick! Complete with 
interface - NO ADDITIONAL 
SOFTWARE REQUIRED 
C49-95 
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MINI OFFICE II 

Database Publications 

48k disk 

£19.95 

Reviewed by Allan J. Palmer 

For the last year or so I have had the use of an ICL 'One 
Per Desk* (OPD) desktop microcomputer at work. The OPD 
has supplied with it, on ROM., a package of software called 
XChange 1 by Psion. 'XChange' consists of four integrated 
utilities: Quill (word processor), Abacus (spreadsheet), 
Archive (database) and Easel (graphing). It is a very useful 
tool. Now, believe it or not, users of 48k 8-bit Ataris with a 
disk drive can have the equivalent. Database Publications have 
(at last) produced an Atari 8-bit version of their successful 
MINI OFFICE II, already available on Amstrad, BBC and 
Commodore. 

If you have been trying to decide whether to spend 
anywhere between thirty and fifty pounds on either a word 
processor, spreadsheet or database, you can now obtain all 
three plus more for under twenty pounds! 

THE PACKAGE 

MINI OFHICH II is supplied on ;i double-sided disk in a 
sturdy box with a detailed 80-page } spiral bound manual and 
consists of six modules: Word Processor, Spreadsheet; 
Database; Graphic^ Label Printer and Communications, 

These are displayed as a menu when the disk is first 
booted, and selecting one of the options takes you down to an 
individual menu for the chosen module. The use of sub-menus 
within each module is maintained to provide ease of use and 
assimilation. The text appears in a Roman style font in white 
on a black background. 

WORD PROCESSOR 

MINI OFFICE II includes a full-featured word 
processor which provides just about all the facilities that most 
users could want. In Edit mode, the screen header displays the 
elapsed time since you started entering text, the number of 
words entered, the amount of free memory and whether you 
are in Insert or Overwrite mode. There are comprehensive 
commands io move through your text document, to delete 
characters, words or lines, and to manipulate blocks of text 
(deleting, copying* moving, totalling the words in the block, 
wholly changing the block to either upper or lower case). In 
addition, there are facilities to automatically number each 
page, display the typing speed in words per minute on the 
screen header, use "hard 3 spaces, and more, 

There is a preview mode using a software generated 
80-culumn mode which produces multi-coloured characters 
that are just about readable. The scrolling speed of the 
preview can be adjusted. Page formatting commands are 
available in the Print mode (in addition to being available as 
embedded commands within the text) including single-sheet 
printing , justification* setting up of print control characters, 
page length, margins, and the positioning of headers and 



Mini Office! Spreadsheet 

Spreadsheet nenu 



Cdit spreadsheet 



Load spreadsheet 
Save spreadsheet 
save graphics data 
Print spreadsheet 
List fornu l ae 
New spreadsheet 
Alter screen display 
t> irectory 

Mini Office XI nenu 

use cursor Keys to choose 
then press return 
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footers. Individual text tiles may be chained to create a larger 
document. This word processor can be used with the ATARI 
1029 printer (is this a first?) and Epson compatibles. 

A very flexible Mail Merge facility is also included and 
this integrates with the Database module of the package. 
Documents may be saved to and loaded from disk. The word 
processor and all modules support more than one drive, and 
on the 130XR, this includes the RAMdisk. My main criticism 
is that it does not appear to have the facility to use a 
pre-defined driver file for features such as underline, italic, 
condensed print, etc. In order to accomplish these functions, 
you have to use the 'Set Print Code Strings* option of the 
Print Text menu to set the control codes particular to your 
printer and assign them to Control + nun r combinations. 
These codes would have to he input at eat session wiih the 
word processor, something which obviously needs 
remembering each time you use the package. Perhaps I am 
spoilt after using PaperClip, but I feel that I would not use the 
Mini Office II word processor for extensive document writing. 

SPREADSHEET 

Like the word processor, this module is also very 
comprehensive. The default spreadsheet set up is 1 5 columns 
by 20 rows, but use of the Insert command when in Edit mode 
allows for additional columns and rows to h : added *o your 
spreadsheet up to the limit of available rr. iory. 
Unfortunately, however, the manual does not give an 
indication of these limits or clearly explain the method of 
editing in additional rows and columns. Text and numerics are 
easily enterable, together with complex formulas into each cell 
of the spreadsheet array. The formulas may include such 
arithmetic functions as CGS(n), LOG(n} and SQR(n). 
Facilities are provided to modify individual cells and to make 
global changes to the entire spreadsheet - changing column 
widths, number of decimal places, justification and more. If 
you have used a simple spreadsheet, such as * SmartSheet' 
from PAGE 6 issue 22, you will be impressed at what can be 
done here in MINI OFFICE IL Options are provided to 
control the printing of the whole or part of the spreadsheet, 
with provision for the ii elusion of printer control codes. 
Naturally, disk saving and loading are catered for. Spreadsheet 
data may also be saved in a form compatible with the Graphics 
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module in order that the data may be displayed as a graph. 
Having used a number of spreadsheets, I felt the MINI 
OFFICE II version was very adequate with the only missing 
facility being the ability to do block moves/duplication of cells, 
in addition to the supplied single cell duplication , 

DATABASE 

The Database module allows you to create and maintain 
files of information which you may then manipulate in 
whatever manner you desire. I found the documentation for 
this section very clear, taking you step by step through the 
definition of a database file structure and the creation of the 
database to entering and editing of data, followed by 
descriptions of the other functions including disk utilities, 
printing, searching, and sorting. A database record may be 
defined with up to 20 fields and each field may be either Alpha 
(i.e. text), Decimal, Integer, Date (in DD/MM/YY format), or 
Formula. This last option gives the powerful facility of 
calculating one record field from the contents of others. 
Editing records is very straightforward, and there is the 
facility to mark individual records which then allows you to 
create a sub -database for separate manipulation. Whilst in the 
edit mode, individual records can be printed directly. 

The utilities function includes 4 important features: a 
copy option to create a back-up of your database files, a copy 
of marked records to create sub-files, a facility to extend the 
size of the database from the initial maximum set at file 
creation up to the limit of available space on disk, and a 
program to merge databases. 

The Print menu is very comprehensive, allowing for the 
printing of all or marked records, selecting particular fields or 
parts of fields to be printed, printing the selected fields from 
each record in either horizontal or vertical format, with or 
without field titles. Provision is also allowed for printer control 
in terms of page length and printer codes. 

The Search option is equally impressive allowing for 
searching all or only marked records, with the search operators 
including all combinations of = , < and > and provision for 
the use of wild cards. One other menu option to be noted is the 
ability to total a given field in all or selected records, or to alter 
the values in a field throughout the (marked) records. To give 
wider variety to the type of report produced, the Mail Merge 
facility of the word processor may be used to read Database 
files and generate comprehensive record listings, opening up 
the possibility of invoices, receipts, etc. Similarly, the Label 
Printer module can use Database files to generate labels. One 
of the obvious applications here for users will undoubtedly be 
a custom designed disk cataloguing system. No complaints on 
this module. 

GRAPHICS 

I feel the name Graphics is a slight misnomer for this 
module of the Mini Office II package. More strictly, this is a 
graphing module, Essentially, you have the option of 
producing vertical bar graphs, line graphs, or pie charts from 
daia that you cither enter directly or load in from riles 
produced by the Spreadsheet module, I found this module to 
be very impressive, and whilst not incorporating some of the 
more esoteric statistical functions of B' Graph, it certainly 
would satisfy the needs of the majority of users. 

The pie chart offers the ability to explode one or more 



segments of the pie for greater effect. The bar graph can be 
drawn either flat or in 3D. Having produced the desired 
graph, text can be placed where desired on the screen. Graph 
screens can be saved to disk for subsequent use in this module, 
or for use within other programs. The module also supports 
Atari 1029 and Epson printer dumps, and allows for graphs to 
be saved on disk in a format suitable for loading into the word 
processor files giving the ability to generate documents 
containing graph data. A very neat and comprehensive 
module. 

LABEL PRINTER 

This module is capable of accepting data from the 
keyboard or from Database files and allows you to design the 
formal of label desired. Editing options provide for the 
specification of number of labels across the page and label 
depth. Using database files, specific fields or parts of fields can 
be printed in the desired positions on a label template, As in 
other modules, printer codes can be incorporated to utilise 
facilities such as bold-faced text, italics, etc. A nice compact 
and usable feature of the package. 

COMMUNICATIONS 

The Communications module provides an answer for 
those who found ViewTerm from Miracle Technology 
somewhat lacking. I am only a novice in the communications 
field, but I was soon able to get to grips with this module. 
Using the menu sub-menu style of the other modules you are 
able to define your communications protocol. 
: MicroLink Telecom Gold 300 and 1 200 baud protocols are 
built in and a customised option is available). One important 
feature I found was the easy to change Filter mode, enabling 
you to switch between ASCII and ATASC1I mode with a 
simple key-stroke combination. If you have ever used the 
CBABBS bulletin board, tor example, vtmll ftnd the benefits 
in the use of ATASCII. There is a Auto-Print mode enabling 
all text received to be sent directly to your printer and this, 
again;, is a feature which can be simply toggled on or off. 

The module is designed to operate with a serial modem 
connected to port one of an 850 interface or with Miracle 
Technology's DataTari cable. Macro keys can also be set up 
for use when in Communicate mode, and uploading and 
downloading are catered for. To this newcomer to comms, the 
package does not appear to include Xmodem facilities, but I 
could be wrong. 

SUMMARY 

This review of MINI OFFICE II, of necessity, only 
scratches the surface in some areas. The program is, after all, 
six individual pieces of software, but incredibly well 
integrated. Yes, there are some shortcomings. I will, 
personally, still continue to use PaperClip for word 
processing, but the inbuilt word processor does give additional 
options for the formatting of reports from the database. In my 
opinion, twenty pounds (less five pence) is a reasonable price 
for any one of the six modules (well, maybe not the label 
printer ) and anyone who wants to use their ATARI for 
purposes other than games should not go wrong in purchasing 
MINI OFFICE II. This is a product that Database 
Publications must be proud of. • 
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6 powerful home 
and business 
programs in just 
ONE package — at 
a price that simply 
can't be matched! 




WORD PROCESSOR 
Compose a letter, set the print- 
out options using embedded 
commands or menus, use the 
mail merge facility to product 1 
personalised circulars - and more! 

SPREADSHEET 
Prepare budgets or tables, total 
columns or rows with ease, 
copy formulae absolutely or 
relatively, use a wide selection 
of mathematical and scientific 
functions, recalculate 
automatically - and more! 

GRAPHICS 

Enter data directly or load data 
from the spreadsheet t produce 
pie charts, display bar charts 
side by side or stacked, overlay 
Line graphs - and more! 



DATABASE 

Build up a versatile card index, 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and more! 

COM M S MODULE 
Using a modem you can access 
services such as Micro-Link and 
order a wide range of goods 
from flowers to software, send 
electronic mail, telex and tele- 
messages in a flash - and more! 

LABEL PRINTER 
Design the layout of a label with 
the easy-to-use editor, select 
label size and sheet format, 
read in database files, print out 
in any quantity - and more! 
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ORDER FORM 



Please send me Mini Office II for the 
Atari 40W800/XUXE (481 required), 
on 5'/V r disc for £19.95 



1 enclose cheque made payable to 
Database Software, or debit my 
Access/Visa card: 



rm r rm rrm m~n 



Exp. date 
Signed .... 
Name,..,,. 

Address . . 



ORDER HOTLINE 
TEL: 961 -480 01 7 1 
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Europa HtiUW. £H Chester Ruud. 
Haiti Grove, Mockport SK7 5NV. 



Hazd Grow, Stockport SK7 5NY 
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Hollywood Hijinx 

INFOCOM 

800 XL/XE Diskette 
Price £24.95 



u ' Vampire Penguins. A Corpse Line. Meltdown on Him 
Street. Who could forget these classic Hollywood movies 
produced by your uncle, Buddy Burbank? But his greatest 
masterpiece has yet to be experienced . HOLLYWOOD 
HIJINX, slurring YOU!" 

So starts the description on the back of yet another 
Infocom text adventure, or Interactive Fiction as they like to 
call them. You turn the excellent (as always package over to 
check the front for Infocom's standard categorisation of 
difficulty level and genre and find,., nothing?! 

Although, from the description, one can deduce that it fits 
into the Mystery genre> how is one to ascertain how difficult it 
is? Is it like Moonmist, aimed at 9 year olds and up? Or is it 
like Spellbreaker - be sure and buy the hints package tool? It 
doesn't say Introductory, Standard, Advanced or Expert in 
Infocom 's usual manner. Have they decided that they are 
limiting their potential audience too much by specifying the 
difficulty level? Or is this just an exception? If you check out 
the advertising photo of the game in the brochure that comes 
with it (using a magnifying glass!) you can just make out that 
the box in the picture says "Mystery. Standard Level,". Is this 
all part of a plot to confuse us all? Will all be made dear when 
Inl'ocom's next offering reaches us - 'Bureaucracy' by Douglas 
Adams (of Hitchhikers' Guide to the Galaxy Fame)? No, 
knowing Douglas Adams' devious mind, I suspect wc will all 
be even more confused! Does anyone care? Or should I just get 
on with the review? 

LOADED WITH PRACTICAL JOKES 

Well, it does indeed appear to be what Infocom used(?) to 
classify as Standard Level. And a very enjoyable game too. 

The story is set in your late uncle's Malibu mansion. 
According to the rather strange terms of his will you have one 
night to discover ten 'treasures' hidden in or around the 
mansion, which is loaded with practical jokes and booby traps. 
The 1 treasures' are in fact props and memorabilia associated 
with your uncle's B' movies, including the only copy of his 
last, never released film 'A Corpse Line'. Buddy died of a 
massive heart attack while watching it. If you find it and 
decide to watch it in the private screening room, be sure and 
SAVE your game first! 

The game is up to Infocom's usual high standard in 
nearly every respect: excellent parser, excellent vocabulary, 
excellent puzzles, excellent descriptions full of humour and 
red herrings, etc., etc. The only possible complaint is that it 
seems to have been finished off slightly hurriedly. They 
haven't implemented the abbreviation X for eXamine which 
they introduced in Moonmist 3 a great shame, and they haven't 
checked as carefully as usual for responses to some quite 
reasonable inputs, e.g. when you examine the statue in the 
drive where the game starts you observe that it has a belt and a 
mailbag (among other things), but although the game 




John Sweeney looks for Uncle 
Buddy's treasure in a wacky 
movie adventure 



understands both n belt' and 'mailbag' it claims neither is 
present when you try to examine them - such items do, in fact, 
appear much later in the game (the belt is actually a conveyor 
belt!) but to find a flaw so early in the game is a trifle 
disconcerting Infocom don't usually miss things like that. 

One of the best aspects of many Infocom games is the 
logical problems with which one is faced in attempting to 
progress through the story. Hollywood Hijinx is no exception 
to this. I especially enjoyed the problems of getting light into 
the Bomb Shelter and reaching the Attic. Because they are so 
logical and so well presented, you can actually solve them 
while not playing the game. One of them I solved while 
driving to Basingstoke, the other while cleaning my teeth! It is 
also fascinating how different people approach problems in 
completely different ways, For instance, I was stuck on the 
problem of getting light into the Bomb Shelter for well over 
two hours! I tries all sorts of weird and wonderful things 
before I finally cracked it. But when I posed the problem to 
Philip Robinson (you may have seen his article and program 
on 3-D Graphics a couple of issues back), throwing in as many 
red herrings and as much extraneous mt'<nTri;jiion as possible, 1 
hadn't even finished stating the situation when he said, "Well, 
if I was doing it, I would ..." and proceeded to outline the 
exact answer immediately! 

Like all good adventures it has a maze. And, like all good 
Infocom adventures, the maze is different. This one is a hedge 
maze with about I HO locations! As you walk around it you get 
descriptions like "You walk 20' east. You are at a junction. 
You can go west or south. 11 Great fun. If you do decide that 
you want to map it then I suggest you use graph paper, and I 
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really think that it should have told you (since you can walk 
around the outside of it) that ii is about 200 feet across and 
about 350 Feet wide. I had to start three times working to 
smaller and smaller scales as I kept running off the edge of the 
paper! 

A COMPLAINT? 

Coming hack a minute to complaints, one other complaint 
I have seen levelled at the game, and at Infocom in genera J, is 
that they haven't IMPROVED their standards. Other 
adventure producers are now producing games with high 
quality graphics, key-ahead on most machines, RAM SAVE 
facilities, 'better parsers 1 , and so on. Personally, I am quite 
happy tor Infocom to refrain from using graphics. I have 
rarely found that adding a few pictures to a game, no matter 
how pretty they arc, does anything to improve it, unless, of 
course, you are going to go all the way and have the pictures 
contain clues and the player interact with the graphics. Games 
such as Black Cauldron and King's Quest III are very 
enjoyable - but they arc a rather different kettle of fish! 

The question of a 4 better parser' is also pretty dubious. 
All the attempts at that which I have seen so far have gone too 
far towards trying to impress you with clever imitations of 
artificial intelligence but always at the expense of the game 
play and the clarity of the game. As far as I am concerned they 
ARE games. And anything which detracts from my ability to 
enjoy the game is NOT good. Infocom *s approach of defining 
the limitations of their syntax very precisely, and of 
programming the game to tell the player exactly which word 
or grammatical construction is not understood, is in my 
opinion the correct approach. This allows the player to enjoy 
the game without worrying whether it is the game or the 
player that is at fault when he or she gets stuck. 

As for the other areas, RAM SAVE, key-ahead, etc., yes, 
it is about time Infocom decided to move with the times a 
little. But I can live with it as long as the games remain so 
enjoyable. 

What do YOU think? Have Infocom been overtaken by 
Level y's latest offerings (maybe we need to wait and see what 
Knight Ore is like!) or Magnetic Scrolls' Illustrated 
Interactive Fiction or Broderbund's Electronic Novels or 
Sierra's 3-D Animated Adventure Games or Tellarium's 
Interactive Adventures? What do YOU think is important in 
an adventure? Why not write and lei us know? 

Anyway, to conclude Hollywood Hi jinx, once you have 
found the ten treasures you head to the Living Room to meet 
the lawyer, then you notice that your score is only 120 out of 
1 50? Sure enough, there is a sting in the tail and, assuming you 
work out what to do next, you will find yourself practically 
inside an old 'B' movie yourself as you battle to the death 
against your evil Cousin Herman as a beautiful lady inches 
towards a whirling saw blade and a gory ending! 

What a finale. 

Could be a little bit cheaper, but still thoroughly 
recommended and well worth buying. • 



ATTENTION ALL 1050 
DISK DRIVE OWNERS!! 



Announcing the aP new ULTIMATE drive enhancement 

This Drive enhancement consists of a plug-in PCB, 
which can easily by fitted wtth our simple to follow 
instructions. 

The 1050 IS PLATE Disk Drive enhancement offers 
many features never before available in one 

UNIT: 

* Improved Drive speeds - up to TWICE normal 
loading speeds (Depending on dtek format 

used). 

' Reduction of Drive WEAR and TEAffc now whole 
track* can be stored h the Internal 1 Ak RAM, 

* The IS PLATE can READ/WRITE a whole track In 
the time It takes a standard T 050 dftve to 
READ/WRITE a single sector (up to FIVE times 
standard speed). 

* Supports double, Dual and Single Densities. 
' Sector SKEW Is now no longer required to 

obtain Hl-speed as with US Doubtera. 

* Other Special features are; Slow down. Fast 
write. Fast read. Drive write lock. Skew on/off, Fast 
formatting, 

1 Fast write with verify, Thte system is faster than 

other systems which write without verify. 
' A double sided opera ttng system disk Is 
supplied which offers the following: 

IS Doubter, US Doubter, Standard 1 050 and 
Archlver emulation, 

Track Tracer, Diagnostic tester, 48k and 128k 
Disk Backup utilities. 
' The PLATE can be made Invisible to software 
detection by either Slow down or 1 050 emulation 

* Supplied wtth detailed Information regarding 
software drive control to allow you to access the 
full potential of the PLATE. 

* Wll run afJ available disk operating systems 
(Dos) Including: Spartados, Happy warp speed 
Dos, and other HIGH speed systems. 

* With this system, up to sixteen drives can be 
connected and used. 

* A comprehensive 30 page bound manual Is 
supplied. This Includes fitting instructtons. 

* All registered owners will be supplied with any 
software updates etc for the price of Disk and 
return postage. 

Also supplied with 

GREMLIN GRABBER II 

The comprehensive hl-speed back-up utility disc, 
complete wtth manual 
(Existing owners please contact manufacturers tor 
update) 



This complete package 

NOW ONLY 
£89.95 

inc . Posr/Packing and twelve months guarantee 

{A SAVING OF £24.95 ON PREVIOUS 
ADVERTISED PRICE) 



1! 



S3 Rugby Rood. Wost Worthing. 
Sussex BNI1 5NB 
Tel: C0903) 40509 <24hn) 
(0904) 503711 (Bulletin Boat! 500/300 24hn) 
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A surprise awaited both Mark Hutchinson and Paul Lay at the recent Atari Show in London where we presented 
the trophies for the Readers Awards for 19S6. Jim Short, unfortunately, couldn't make it from the far North (Bonny 
Scotland) so his award was sent through the post (I wonder if it has arrived yet!), Nobody knew who had won as issue 
21 had not been published at the time so a couple of very surprised visitors to the Show were persuaded to step on the 
PAGE 6 stand for some piccies. 




Afar* Hutchinson accepts his award from Nicola (Mark's the one on the left/ 



if** 5 *' 





Paul Lay accepting his award said he would have shaved if he had known! 




And so to the acceptance speeches* The following letter came 
from Paul Lay and the sentiments are, I am sure, echoed by our 
other two winners who also asked for their thanks to he passed on to 
the readers, 

"Afy deepest thanks to all those readers who voted for Munchy Madness in 
the Readers PolL I hope that everyone had as much fun playing the game as I had 
writing it! It really was great to receive the award and know that people do 
appreciate ali the work that goes into a program like Munchy iWadness. The 
azvards are an excellent idea, and being lucky enough to receive one makes all the 
hard work seem so worthwhile " 

Who will be the winners next year? Will it be YOU? Only if you 
send in that program or article you have thought about writing. 
Share it! 
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SERIES ON OEM 



FLIGHT SIMULATOR ■ 



GREAT MEW BOOKS 



Reviews of Goldrunner, Starglider, Star Raiders, Timeblast, Mighty Mail, 

Mi-Print and more 



YORK COMPUTER CENTRE 



THE NORTH'S LEADING ATARI SPECIALISTS 
AUTHORISED ATARI DEALER 
FOR OVER 4 YEARS 



ST HARDWARE 



ALL STs INCLUDE 
10 BLANK & 5 PROGRAM 
DISCS 



1040 STF with Hi-Res 

mono monitor £695.00 
1040 STF with Med-Res 

colour monitor £895.00 
1040 STF keyboard only £595.00 
520 STM package - includes 

1/2 meg disk drive, mono 

monitor, 1st Word 

+ 10 blank disks £449.00 
520 STFM with built-in 

1/2 meg drive + Hi-Res 

mono monitor £495.00 
520 STFM with built-in 

1/2 meg drive £395.00 
520 STM with mouse £295.00 
520 STM keyboard only £249.95 



HOW TO ORDER 

Post your order to Ihe address below with 

your name and address, enclosing a 
cheque or Postal order payable to York 
Computer Centre, or phone our 24 hour 
Hotline with your Visa or Access number. All 
goods despatched same day subject to 
availability All Prices include VAT at 15% 
Please add £1 .50 postage and packing 
for software, £5 00 for hardware and 
£12 00 tor courier service 



Our shop Is open 6 days o week from 
Sam to 6pm . In the cent? e of York . we wHl 
be happy to serve you and demonstrate 
anything you wltfi to see. 

YORK COMPUTER CENTRE 

9 Davygat* Arcad©, Davygate. 

Yoric Y01 2SU 

Tat 0904 64 1M2 

Pf«gl*j M8JC- 904A41&£a 

TaJtcom Gold MBX: 72 MAG90&26 




10% DISCOUNT 
OFF THE 
RRP OF ALL SOFTWARE 



Winter Games 


£22,45 


World Games 


£22.45 


Psion Chess 


£22.45 


Shuttle U 


£22.45 


Leaderboard 


£22.45 


Silent Service 


£22,45 


Starglider 


£22.45 


The Pawn 


£22,45 


Sky Fax 


£22,45 


Alternate Reality 


£22.45 


Phantasie II 


£22.45 


Flight Simulator II 


£44.95 


Typhoon 


£17.95 


Silicon Dreams 


£17.95 


Degas Elite 


£71.95 


DB Man 


£102.50 


Zoom Racks II 


£62.55 


K-Comm II 


£44.95 


K-Spread 


£44.95 


K- Graph II 


£44.95 


Lattice C 


£89.95 


Fast Basic 


£80.95 


Back Pack 


£44.95 



Just a small selection from our wide 
range, 

Pteos© ring for further details. 




VISA 



Tel* 
0904 641842 




ST ACCESSORIES 



WIDE RANGE 
OF 

BOOKS AND MAGAZINES 



Atari 500K disc drive £135.00 

Atari 1 meg drive £18900 

Atari 20 meg hard disc £650 00 

Cumana 1 meg drive £155.00 
Cumono 1 meg twin 

drive £265.00 

Eidersoft 1 meg drive £14900 
Eidersoft 1 meg twin 

drive £23900 
Philips 8533 Med-Res 

cobur monitor £285.00 
Casio CZ2306 

keyboard £275.00 

WS40Q0modom £16900 



MEGA ST's COMING 
Please call for details 



BOX OF 




10 DISCS 




Bra nded /Guaranteed 




3.5" SS/DD 


£1495 


3,5" DS/DD 


£19.95 


DISC 




BOXES 




3.5" x 40 lockabie 


£11.95 


3.5" x 80 lockabie 


£14.95 

















1 












Name 


9 














3 


4 




TOTAL 








Tel: 














York Computer Centre (P6), 9, Davy gate Arcade, 
Davygate, York, Y01 2$U 


Access/Visa No. 








1 1 1 


1 1 
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Precision Software recently launched what they claim is 'a 
revolutionary database" for the ST. Supcrbase Personal is a 
fully relational database that places no limits on the number of 
fields or size of record. All the expected facilities of a relational 
database are included but what makes the package 
'revolutionary' is the simplicity of its visual interface which 
uses 'controls* similar to a video or cassette recorder with 
which everyone is familiar. Another unique facility is the 
ability to catalogue pictures or documents produced on the ST 
and to call up the actual picture alongside the record! Price is 
£99.9 5 inclusive. 

Robtek have an impressive range of products recently 
released or on their way including software, hardware and 
accessories. Much of the software is on their new Diamond 
Games label at budget prices. You can pick up ST 
POOL SHUFFLEBOARD, a two game compilation for 
£ 19,9 5, GOLD DIGGER, which is similar to Boulderdash, 
for £19.95, a four game compilation called GAMBLER at 
£19.95, a mono colour chess program, CHECKMATE, at 
just £14.95 and., finally on the software side* a GAMES 
COMPENDIUM with 10 board arcade games at just £14.95! 
Hardware wise there is the McEMULATOR INTERFACE 
allowing direct reading of Macintosh disks, an MS DOZ 
HARDWARE EMULATOR giving 4 times the speed of the 
PC (99-9% compatible?) and, on its way, a 
SCANNER VIDEO DIGITIZER. Accessories include a 
MOUSE PAD at £7.95, a CARTRIDGE EXPANDER 
with 3 slots and, something everybody must have been waiting 
for, the MAGIC MONITOR INTERFACE allowing you to 
connect both mono and colour monitors without re-booting. 

Two new titles from Psy gnosis look to be very impressive 
from pre-release graphics and come with the usual Roger 
Dean designed accompaniments. Barbarian is an animated 
fantasy graphic adventure in which the player becomes a 
'dragon-slaying, monster-mangling Barbarian 1 , They say you 
need humour, adventure and dexterity to achieve your goal. 
The other one is Terrnrpods, a strategy arcade game in 
which you must defeat invading Tripod forces. A 'three 
dimensional playing field with perspective scrolling' sounds to 
be quite impressive. Both are £24.95 and that includes all 
those superb Roger Dean designs. 

lnfogrames are a French based company with U.K. offices 
thai have just started producing titles for the ST including 
Prohibition which may well turn into one of those classics - 
simple in concept but so addictive! The company has been 
producing titles for other machines - notably Amstrad - for 4 
years and its first ST releases are mainly Amstrad conversions, 
however UK spokesman David Crossweller told us that they 
will now be concentrating on programs written specifically for 
the ST to use its full power. Between 12 and 15 titles arc to be 
released in the coming year mainly on the games side. 

Mirrorsoft have signed a new distribution agreement with 
the American company Mindscape who have achieved a top 
reputation for their Cinemaware range on the Amiga. Titles in 
the Cinemaware range to be available for the ST include 
DEFENDER OF THE CROWN, KING OF CHICAGO 
and SINBAD. Already available is SDL There is also a Deja 
Vu series which will include the titles DEJA VU, 
SH ADO WG ATE and UNINVITED. Further details and 
release schedules will be reported as soon as known. 



K u ma's latest is K-ROGET, a CiHM based thesaurus based 
on the internationally acclaimed Longmans Pocket Rogets 
Thesaurus with over 150,000 words and phrases. Release is in 
J une at a price of £49 ,95. 

Metacomco has now released version 3.04 of the famous 
Lattice C compiler which they v;iy i- L ;i ^uperlumv C '. 
compiler of which we are rightly proud'. The revision includes 
faster maths routines and a new link louder called Debug + 
w hich is claimed to produce programs 'bla/.ingly fast*. A 
Resource Construction Editor which allows easy construction 
of icons, menus, dialog boxes and the like. There is lots more 
fa three page press release! ) included lor just £99.9*1, 

Software Express have recently signed a distribution 
agreement with Austrian based company Vogler Software 
who produce some top quality business and professional 
programs for the ST. Top of the range is Merkant, a modular 
expandable business program for stock control, invoicing and 
basic accounting. The program features a huge variety of 
fund ions including the unique ability to leave the program to 
run a word processor like 1st Word and then return to where 
you left off! Other products include JackSpeil, a background 
spelling checker that looks like giving Thunder a run for its 
money. Features include 64,000 root words and up to 12 
endings for every word giving a staggering 2 million word 
capacity! ShortCut is a simple but useful program to allow 
you to define your own keyboard 'macros' for use in other 
programs . Jackfont is a font editor for system fonts and VDI 
metafile fonts which can be used with Easydraw, DEGAS 
Blitc and other similar programs. Most of the software has 
been under development in Austria since the ST was first 
released and promises to be of high quality'. Prices and release 
schedules should now be available from Software Express. 

Towards the end of May Sof tware Express rush released 
The Election Program in time for the General Election on 
June 1 1 th but it is a program that can still be used to do 5 what 
if exercises and for future by-elections. Basically a huge 
database of Election results, the program can predict the result 
of swings for future elections, analyse by-election results, 
show the details of any constituency in the UK and much, 
much more. Most of the information is represented using 
maps of the various regions of the UK and you can watch the 
results coming in depending on the selections chosen. A full 
update of the 1987 General Election will be available shortly 
or there is a facility to add results yourself. A super program, 
whether you are interested in politics or not, Perhaps the most 
original program yet for the ST. Price is £29,95. 

Can anyone keep up with Mi erode al? Now licensing products 
from the U.K. as well as the States, latent releases include ST 
REPLAY, a sound digitiser which has had some high 
recommendations from those who have used n. This comes as 
a cartridge and software for £79.95. Also licensed from 2 Hit 
Systems is ST DIGIDRUM which has many sampled sounds 
to enable you to set up your own drum machine for £24.95. 
Also available, at £l-V9% is DIUIDKLM SAMPLE IMSK 1 
with 41 samples that can be loaded into the original program, 
If you are into MIDI then SUPER CONDUCTOR might be 
the sequencing package you are looking for at a reasonable 
price. Lots of features for mixing, transposing, editing and 
more in sixteen tracks. Kor £49.95 that might be just what 
owners of a Casio or similar are Looking for. • 
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TIME 

WARP 



Star Raiders to Goldrunner 
six years apart but still close? 

(There are some serious ones here tool) 



GOLDRUNNER 

Microdeal 

£24,95 

Reviewed by John Davison 
jnr 

An Arcade Machine 
Inside Your ST! 

The Plot: The Earth is dying (yet 
again), but luckily in this future 
scenario, new worlds have been 
discovered and the only thing which 
stands between the poor innocent 
people of Earth and these new planets 
are the 'Ringworlds of Triton*. To pass 
through these Ringworlds, the 
awesome weapon r> onboard must be 
destroyed, and that's where you come 
in! Guess what, guys? You've got to get 
into your one man fighter and blast the 
baddies! (haven't I heard this 
somewhere before?) 

The Game: Yes, it's vertical 
scrolling shoot l cm up time again, but 
this time with real class. You control a 
fairly large golden spacecraft know r n as 
the Goldrunner, which can fly about all 
over the screen. The main aim is to 
obliterate ground installations in order 
to weaken the power of the particular 
Ringworld which you are on. When 
you have done this you may leave the 
level via a portal , go on to a bonus 
screen, and then on to the next 
Ringworld, Sounds straightforward but 
it is not that easy! 

There are plenty of aliens to zap, 
which swoop around your ship 
dropping 'disruptor bombs*. These are 
like homing missiles which 2ero in on 
your ship, and you 1 ]! need a lot of skill 
to learn how to dodge them w ithout 
getting hit. You can withstand about 
seven or eight hits before being 
destroyed hut before that you'll lose 
your booster (a sort of mega 
turbocharger that zips you out of 
danger) and your wing lasers (extra 
firepower). To add to the danger from 
the sky., you can also be killed instantly 
if you fly into a tall ground installation. 




'just about 
flawless* 



It takes good memory and a keen eye, if 
you're to avoid being mangled up 
against the nearest wall! 

The game design is just about 
flawless. The scrolling is ultra smooth 
and mind bogglingly fast, the 
backdrops are beautifully detailed and 
the animation of your ship is excellent. 
The aliens are colourful and the music 
is some of the best, non- digitised, yet 
heard on the ST. It's by the musical 
maestro Rob Hubbard, and I guarantee 
that after you've played the game you'll 
find yourself humming the tune! The 
digitized speech during the game is 



used to good effect, although it is a bit 
scratchy. As a feat of programming I 
cannot criticize it - Steve Bak (author 
of Karate Kid II) has produced a real 
stunner, and Pete Lyon (who did 
graphics for KK2) has done some really 
eye catching graphics. But how does it 
play? 

Well, to start with you'll find it 
infuriatingly difficult, it is a VERY 
hard game. When you have finished 
level one though, you will feel a great 
sense of achievement, however you will 
still find ii difficult trying to get past 
level one again on another go. The next 
two levels are fairly easy, but level four 
is a real nasty. I have been playing the 
game now for about a month, and 1 still 
cannot do it. 

The game can be played using a 
variety of control methods, either a 
joystick, which is most people's natural 
choice, the keyboard, which I found 
extremely hard, or the mouse which 
was weird. You can swap between these 
controllers at any time during [he 
game, as the ST is monitoring all three 
at the same time. 

Conclusion: Well, what can I say? 
It truly is one the best blast L em games 
ever written. But that's it, nothing else, 
just pure mindless blasting. Many 
people will find the game far too hard 
and therefore boring, but those of you 
who are good at this sort of game will 
love it. The game is pleasing Lo Lhe eye 
(those graphics are really stunning), the 
scrolling is some of the smoothest and 
fastest I have ever seen, and the music 
is truly superb. One note about the 
sound.., if you turn off Mr. Hubbard's 
excellent tune then don't expect any 
mind blowing sound effects! The basic 
sounds in the game are pretty feeble, so 
if you don't like the tune, you'd be 
better off turning the sound on your 
monitor down! 

Steve Bak and Pete Lyon seem to 
have this knack of creating classics, 
Karate Kid II was their first; and this 
will undoubtedly be their second. It's 
like having an arcade machine in your 
own home, sitting inside your ST. • 
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THE EASY TO USE DATABASE 
FOR THE ATARI ™' ST 



MENU DRIVEN 

1. Create A New File Layout 

2. Update/Examine Existing File 

3. Open An Existing File 

4. Produce Prints 

5. Back To Desktop 

1. Go To A Record Number 

2. Add A Mew Record 

3. Go To Record Key 

4. Delete A Record 

5. Page Through Ffle 

6. Edit A Record 

7. Return To Main Menu 

EASY TO USE 

Create a database in seconds 

Define a layout - up to 16 Fields of up to 60 characters 
each - 1 record per screen is displayed for printing, edit- 
ing or deleting. 

PRINT 

Print an individual record, a range of records or whole 
file. 

Chose which fields from a record to print. 

Print record numbers and field names if required, 

EDIT 

Change any field on any record. As there is no explicit 
key field there is no restriction on changing any field. 
Add new records to the database - up to a maximum of 
32767 Delete records from the database when they are 
no longer required thus freeing disk space As new 
records are entered they are immediately saved to disk - 
there is no chance of losing hours of input in case of 
hardware failure. 

EXAMINE 

Search the database using any field as the key field and 
either full or partial data as a key. Find records with 
equal, lesser or greater key than the first one entered. 
Print individual records as they are presented on the 
screen. Go straight to a known record number without 
having to page through the whole database. 



The easy card-index style database 
at an easy price 
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£19.95 

inc VAT 



Available from your local dealer or direct from the publishers: 
Valcom Ltd., 18a King Street, Bacup, Lanes. OL13 OAH 
Tel. 07O6 674478/878394 Credit Card Orders Welcome 
Add £1 p&p if ordering direct 
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TRIVIA 
CHALLENGE 1 
Microdeal 

£19.95 

Reviewed by Les 
Hllinghatn 



With the success of Trivial Pursuit 
and all its clones it is no surprise thai 
trivia programs should appear on 
computers. What is perhaps surprising 
is that so few of them should have 
appeared! This one, written by Steve 
Hak, is graphically quite simple but 
quite challenging and keeps you 
coming back for 'just one more try* as 
all good computer games should do. It 
has the added bonus of allowing you, or 
a friend, to add almost unlimited 
questions of your own. 

Trivia Challenge is, essentially, a 
one player game being based on the 
trivia gambling machines found in pubs 
and arcades. You start with 810 and can 
insert either 25 cents for one go or $1 
which gives you five credits. Once the 
coins are "inserted 1 you click on the 
word play and your first question 
appears. After a short delay to enable 
you to digest the question, three 
alternative answers appear and you 
click on the one you feel is correct. You 
have a limited time in which to answer 
and the faster you answer, the more 
points you score. Actually winning 



allowed only two incorrect answers in a 
turn and need to score at least 1000 
points to win SI ! The maximum points 
per question seems to be around 1 16 
but if you need time to think it will be 
much lower. I consider myself to be 
pretty good on Pop music, but even so 
have had a hard struggle winning even 
SI .5(1 in this category! 

The disk comes with the categories 
Sport, Art, Pop, Science and General 
Knowledge which is a mix of all the 
others. Each category has a minimum 
of 500 questions and General 
Knowledge has nearly 2,000. Questions 
do tend to repeat when you play the 
game after switching off, but the 
answers do not always appear in the 
same order. The questions are well 
thought out, interesting and 
particularly 'English 1 despite the S 
winnings and the frequent spelling 
mistakes] Mind you if you want to be 
pedantic 1 suppose you could always 
load up the questions with your word 
processor j spell check them mid save 
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TIMEBLAST 

Mic revalue, Tynesoft 
£9.95 

Reviewed by John Davison 
jnr 

Tynesoft are not noted for titles of 
superb quality, so I was a bit dubious 
about reviewing one of their first ST 
games - T I M H H I . A S Y . U pon 1 oad i n g 
the game I thought that maybe, just 
maybe, they might be better on the 
sixteen bit than on the 8 bit machines. 
After a while, however, 1 concluded 
that this is a pretty boring game. 

It is, basically, just a rewrite of the 
ancient classic 'Scramble* but without 
the bombs. The closest game to it I can 
think of is Tail of Beta Lyrae\ The 



graphics have been enhanced 
considerably but what it has gained in 
beauty it has lost in speed. This game is 
so S-L-O-W it is virtually unplayable 
unless you have the slowest reaction 
time in the universe! There is not much 
that you can really say about a game of 
this type, other than that you have to 
shoot just about everything that moves, 
no matter how slowly! 

The scrolling isn't bad, and the 
backdrops are fairly good, but I have 
seen better. The sprites are well 
defined but not very well animated, the 
movement being a little painful on the 
eyeballs after a while. The sound 
effects aren't very good and there's no 
music at all. All this leads to a fairly 
mediocre game of not very good 
quality. The only redeeming feature is 
that is cheaper than almost any other 
game on the ST. • 



to create your own question sets with 
any ASCI 1 word processor. 

All in all, Trivia Challenge is great 
fun and highly recommended for any 
trivia buff, especially those uho cannot 
find any friends to play with. Finally, 
for even more fun, how about using the 
*do it yourself option to load in all of 
the official questions from Trivial 
Pursuit, practice like mad and then 
thrash the life out of everybody at the 
next party! ! * 



STARGLIDER 

Rainbird 

£24,95 

Colour or monochrome. 
TOS in ROM required, 

.Reviewed by Steve Pedler 

Ever since the ST came into being, 
it must have been inevitable that a 
game would appear which is not only 
better than almost anything available 
for the 8-bit machines but is better than 
anything which can be written tor such 
machines, Starglider is that game. Put 
crudely, this is a shoot-Vm-up, but one 
of such quality that even those who 
don't like such games will be 
impressed. It describes itself as *an air 
to air and air to ground combat 
simulation' and I would say that is 
exactly right. 

The plot of Starglider is simple. 
The peace-loving inhabitants of the 
planet Novenia are invaded by the 
loathsome Ergons (led by their 
despicable commander Hermann 
Krudd) who rapidly conquer the entire 
planet. Having long since discarded 
their armed forces, the only means of 
striking back left to the Novenians is an 
old Air to Ground Attack Vehicle 
( AGAV). Museum piece (literally) it 
may be, bur it is better than anything 
the Logons have, their strength lying in 
numbers. It is hardly necessary to point 
out that you are the pilot of the AC iAV 

On loading the game (supplied on 
an autoboot disk) you are presented 
with an excellent title screen and the 
best computer-generated music 
(including vocals!) I have ever heard. 
Pressing any key launches you onto the 
planet's surface to be confronted with a 
bewildering variety of enemy craft- 
What are all these vessels, and what can 
they do? All becomes clear as you play 
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the game, but 10 give you some idea the 
Ergon forces range from tanks to Butt: 
fighters (.manoeuvrable hut slow), 
proximity mines to the 
near-invulnerable walkers, and ground 
laser bases to Starglider One 
(Commander KruckTs ship). 

Your AGAV is armed with the 
usual lasers and, at the start, one 
guided missile. The lasers are 
conventional enough., but the missiles 
are quite extraordinary. On pressing 
I: on the keyboard a clear female voice 
says 'missile launched' and a new 
screen appears which instead of 
showing you the the view from the 
cockpit of the AGAV shows instead the 
view from the nose cone of the missile. 
You guide the missile simply by 
steering it to the target using the 
mouse. I say 'simply' but it takes quite 
a lot of practice to hit the target 
consistently, and even then the missile 
may be destroyed in mid-flight by 
enemy fire. You also have shields, 
which are depleted alarmingly quickly 
by enemy missiles, and an energy 
supply which is also gradually used up 
during flight. Fortunately, several 
Novcnian bases survived the Krgon 
onslaught, and it is possible (again with 
a considerable amount of practice) to 
dock with these silos and replenish 
missiles, lasers and shields. Refueling 
cannot be done here though - to do this 
involves a tricky and dangerous piece of 
flying ? very low between the energy 
towers present on the planet's surface. 
The AGAV is destroyed if you run out 
of energy or if your shields are 
exhausted, 

The ultimate aim of Starglider 
(from the enclosed novel) appears to be 
to destroy all the Ergon vessels 
finishing with the command ship 
Starglider One - no easy task! The 
game has several levels of difficulty, 
exactly how many I'm not sure 
although I have seen the figure of 30 
plus mentioned elsewhere! You proceed 
from one to the other automatically as 
your score increases. However, I don't 
know of anybody who has got anywhere 
near the finish - perhaps only the 
programmer really knows how it ends. 

The graphics of this game are 
excellent; there is a 3-D view out of the 
AGAV cockpit (or missile) with 
everything in perspective and with very 
smooth scrolling. Enemy ships, 
buildings, missiles etc. are drawn in 
wireframe graphics with full hidden 
line removal. The interior of the 
AGAV cockpit is very detailed with 
plenty of instruments and gauges. 



Control of the vehicle is virtually 
entirely by the mouse, with occasional 
keystrokes needed for some actions. 

The packaging and documentation 
arc quite superb. As well as the game 
disk, you get a 64 page glossy printed 
novel (essential reading to get the most 
out of the game), a flight manual for the 
AGAV, a quick reference card and a 
full colour poster of the vessel. 
Information about the various enemy 
craft is not included in the 
documentation - you only get this after 
docking with a silo and interrogating its 
computer, a nice touch I think. The 
documentation is of such quality that 
other companies publishing software at 
identical prices should take note. 

Overall, this game really has to be 
seen to be believed. If you don't own a 
copy, go out and buy it now. If you 
don't have an ST, Starglider might well 
convince you that you should have one. 



MI-PRINT 

Microdeal 

119.95 

Reviewed by Alan 
Golds bro 

The presentation of documents, 
whether a short letter or a full length 
dissertation is vastly improved by good 
layout. If there are limes when your 
word processor cannot produce the 
style you desire maybe Mi- Print could 
assist you. Mi-Print is a program which 
prints any text file the way you want it, 
giving you control over paper size, all 
four margins, headers, page numbers, 
pitch and line spacing. Style 
preferences and printer definitions can 
be saved once set up. The program is 
quite small but it has a wide range of 
attributes and, coupled with logical 
design, will make your printer sing 
with every line it prints! 

The first good point is that 
Mi -Print v-\ ooi j ll> l for Epson and 
compatibles but can be defined for a 
huge range of printers. The default 
setting is for a Panasonic 1092 but my 
Hpsoo I ,X80 had no bother in printing 
using the default set up, If you need to 
define your own printer driver, 
however, control codes can be entered 
into a dialog box in either ASCII, 
Decimal, Hex or control character 
format. 

To ensure maximum visual 



impacts the layout style of any 
document is important and Mi-Print 
will allow you to format your 
documents by making best use of 
margins, headers, line spacing and 
pitch. Even all those + Read Me' files 
can be formatted to your own 
individual style and printed out either 
page by page or alternately on 
continuous stationery. 

If you are printing from a disk file, 
headers can be full path and filename, 
and the current system dale and time 
can be printed alongside together with 
the page number. Margins, left, right, 
top and bottom are easily adjustable 
and there are four p re-set line spacings 
of 1, 1.5, 2 and 5 lines between each 
pass of the print head. Pitch is in three 
pre -set styles, pica, elite, and 
compressed, with a user delmed 
optional format. Finally within the 
style menu there are commands for 
print range (from 1 to 999S> pages), 
page widths and heights. Printer and 
style menus can be saved to disk and 
both reside inside the PRINT. HLP file 
which is loaded automatically every 
time the program is loaded. 

Mi-Print doesn t just dump to a 
printer, it can also send the information 
to screen for pre- viewing or reading or 
to disk for printing out later or to 
include in a separate document. A 
'directory 1 menu is included and this 
can display any drive showing 
pathname, folders, and full directory 
listing. Just as with printing a 
document, the full pathname, page 
number, date and time are listed. 
Mi-Print will also simulate a 
typewriter. You can type continuously 
and press return at the end of the text 
to send the information to the printer 
or alternately send the text line by line. 
This is the only mode in which you 
cannot send text to the screen. Text can 
be sent to the printer unformatted for 
use as address labels and the like. 

Six on-line help files are contained 
in the file PRINT. HLP, These files are 
sixteen lines deep each and contain 
basic information about each of the six 
menus. All of these files can be edited, 
saved and re -loaded at boot up, 

Mi-Print is one of those nice little 
utilities that the majority of printer 
owners will find useful, The package 
has a 12 page manual and comes in 
Microdeal's usual sturdy ring binder. 
Whilst well written and effective in it's 
performance, the price of £19.95 may 
seem high for some owners. I liked it, 
however, and what's more 1*11 use it I m 
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SUPER HUEY 

Cosmi US Gold 

£19.95 

Reviewed by Steve Pedler 



Super Huc> , a helicopter flight 
simulator, initially appeared for the 
Commodore 64, several months before 
it was available for an Atari, and 1 had 
been looking out for it for some time 
when it simultaneously appeared for 
both the 8-bii and 1 6-bit machines, 
This review is of the ST version- 
There is a very nice title sequence 
to begin with and then you find 
yourself in the cockpit of the machine - 
a Bell Helicopter UH-lXA. The 
cockpit interior is extremely detailed, 
with an impressive variety of gauges 
and digital readouts. The graphics of 
the ST seem to lend themselves to 
producing high-tech displays like this, 
as can be seen in other games such as 
Starglider and Deep Space. The lower 
part of the console contains various 
engine. and in-flight displays, while 
overhead there are navigational and 
weapons status instrumentation. 

The first thing you have to do is 
power up the onboard computer, and 
having done this you may select one of 
the four available missions. These are 
Flying School, Explore, Rescue, and 
Combat. I naturally chose Combat 
first, and was quickly blown out of the 
sky. Back to flying school. 

Flying school is exactly what the 
name implies. The mission takes you 
through take-off, flight and landing 
with commands displayed on the screen 
of the onboard computer situated in the 
middle of the lower console. This is a 
nice gentle introduction to the 
complexities of helicopter flight, and 
the manual also contains some quite 
detailed notes on the theory of rotary 
winged flight so that you can 
understand what you are doing when 
you fly the aircraft. Control of the 
helicopter in flight is entirely by means 
of the mouse, with the keyboard used 
for actions such as selecting the mission 
and loading firing the weapons. The 
use of the mouse is generally quite 
satisfactory, but I found it very tricky 
to turn the helicopter and couldn't help 
thinking that this might have been 
better done with a joystick. One other 
point is that while the cockpit is very 
detailed the view out of the window is a 
real let-dow r n } with very little to 
actually look at This is just as well 



initially, as you have to concentrate 
hard on flying the thing rather than 
looking out of the window, but it does 
not do justice to the ST's graphics. 

Having had enough of flying 
school, I went back into Combat. Here 
you take on an (unnamed) enemy desert 
airbase complete with hostile and very 
numerous helicopter forces. You don*t 
have to do anything to find these 
choppers, they'll find you, and when 
they do the aim is quite simple - knock 
them all down before they do the same 
to you! When you are shot down it is 
made apparent by a line of very realistic 
bullet holes in the cockpit window 
which can give you quite a shock the 
first time it happens. Fortunately, 
unlike the real thing, you can have 
another go. The weapons available to 
you include 20 rockets and a machine 
gun with 2,000 rounds. Since there are 
32 enemy helicopters, you can't afford 
to waste any ammunition. 

If you get tired of being 
continually shot down, you can try one 
of the other missions. Both of these are 
basically navigational exercises. In 
Rescue, you are given the task of 



EAZY-GALC 

Robtek 
£49.95 

A re- review by Alan 
Goldsbro 

In the last issue I reviewed EZCalc 
the spreadsheet package from Royal 
Software. Now Robtek have acquired 
the distribution rights for Furope and 
renamed it EAZY-GALC. To their 
credit they have also reduced the price 
to £49.95 and have included a graph 
program as part of the package. 

The program was not without its 
faults and this was consequently 
reflected in my review. My main 
concern was that the program didn't 
really match up to its name, and I still 
feel that this is partly true. The other 
area I highlighted was the inability to 
'convert' VIP /Lotus 1-2-3 files files to 
EZCalc format correctly. This seems to 
have been remedied but still it could 
not convert templates 100% correctly. I 
had to make some small adjustments to 
the conversion but this is probably a 
small price to pay for what is generally 
a good facility. 

With the graph program, Robtek 



rescuing stranded personnel, but you 
are only given a general position for Lhe 
party. This means that you will have to 
fly to the general area and search it 
until you detect the transmission from 
their rescue homing device. Once this is 
picked up, you follow r the appropriate 
heading until you spot the flares sent up 
by the party, then land, collect them 
and return to base. 

Finally, Explore requires you to 
map the terrain around your base. 
When the map is complete, the 
instructions invite you to send it to 
Cosmi and they will send you the 
correct map in return, 

I think anyone who likes flight 
simulators would quite enjoy Super 
Huey. Being a helicopter simulator, it is 
a little different from other such 
programs and it does have that extra 
spice of getting shot at, I can't help, 
however, having slight reservations, 
particularly with regard to the sparsity 
of graphic detail outside the cockpit. It 
occurred to me that this would be an 
excellent game on an 8-bit Atari, but 
just isn't quite of the standard we are 
coming to expect on the ST. • 



have done themselves proud. EZGraph 
sits in memory as an accessory and can 
be pulled down at any time to take up 
half of the screen as a default, but, like 
any other window, it can be sized to 
suit your ow r n requirements. Bar and 
Line graphs, each with four variations, 
single, stacked, overlay and compare 
coupled with a Pie chart make up this 
impressive accessory. Labels can be 
dragged from the spreadsheet to the 
graph to make up your titles. Cells can 
either be dragged individually or w hole 
ranges ported at one go. Up to four full 
sets of data can be displayed on the 
graph resulting in a highly visual and 
pleasing display. 

Graphs can be saved to disk and 
the retrieval time for *saved ! graphs was 
almost instant. Printing the graphs does 
not provide any problems providing 
you have an Epson compatible printer. 
Quality dumps without any significant 
distortion were produced in under two 
minutes. 

Everything taken into account, the 
graphitic program from EZCalc really 
is worthy of the title easy, although 
most of my earlier comments regarding 
the spreadsheet still apply. On 
reflection, what was a program destined 
to collect dust on many suppliers 
shelves, could now be a good buy • 
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MIGHTY MAIL 

Microdeal 

£29.95 

Reviewed by Mark 
Hutchinson 



Helping to run a user group 
magazine means keeping records of 
subscribers 1 names and addresses, any 
information they tend to give about 
their system and, always, the onerous 
task of making labels for the envelopes. 
I have been using a Basic program to 
write the labels, but not a keep 
database. I have never had the time to 
set control codes for the printer so that 
the label spacing is right. This meant 
writing a few labels, resetting the head 
and printing a few more. You can 
imagine my joy when the postman 
delivered my copy of MIGHTY 
MAIL. 

The disk contains both an 
American and U.K, version of the 
program, along with several example 
files. The instruction come in a 41 page 
booklet The program is GEM based 
and extremely easy to use, but it is wise 



to sit down, set up your own labels, and 
experiment with the various options. 
This is far easier and quicker than 
reading the instructions (who does that 
anyway?), 

I set up a small batch of records 
and tried out a sample print. The result 
w r as quick and clean, but was far larger 
than the standard 1.5" labels, Silly me, 
the ST sends out a line feed and I 
forgot to reset the DIP switch (set for 
the 8-bit). Problem solved. 

The next problem came shortly- 
after that. MIGHTY MAIL will print 
an error message to the screen when it 
is in trouble. This one told me it had a 
truncated record and the program code 
where it occurred, I set up a new file, 
only to nnd that the program could not 
access the drive. I used a new disk and 
all went well. Then I remembered that 
Microdeal use a bulk copying program 
that only writes the tracks it needs. 
Another problem solved. Time for a 
break and a good read of the 
instructions. 

Back to the keyboard and more 
experiments. The file 1 had set up 
contained 16 fields in what is termed a 
mask, enough for most purposes but 
limited for my own personal records 



(the amount of hardware I possess! .'. 1 
set the fields for several records and 
found an option to delete duplicates, of 
which I had a few by now. Once the file 
was set up I had the options to Search 
Mask} Search Next, Get Previous, Get 
Next, Delete, Show By and Exit. Show 
By will son records by Company 
Name, First Name or Postcode. Setting 
the fields is done with the mask 
options. This will set a high and low 
marker so that if you enter 'Mark', for 
instance, you can print any record 
alphabetically before or after *Mark\ 
The autotype mask is very handy if 
most of your records have a similarity. 
It will hold the common data, speeding 
up entries. 

There is a layout option whereby 
you can change the default layout of 
both labels and reports. This is 
adequate, but I believe that, if the 
program is used for different types of 
record, a bit more flexibility would be 
required by the user. 

Like everything else, the more it is 
used the easier it becomes. I found it a 
bit awkward at first until I set up my 
own records and fiddled about. A nice 
little program, worth considering if you 
need a mailing list, • 
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Atari ST Image Editor plus 

For colour systems with Fast Mc ^ 

AniMatic makes the creation of full colour 
animated sprite-like objects quick and easy. 
The objects can be incorporated into your own 
Fast Basic programs moved and animated 
under program control. 

Compatible with NEOchrome, AniMatic obiects can 
be combined with a NEOchrome background. Or you 
can use the NEOGRAB function to cut sections from 
a NEOchrome screen and animate them, 

The AniMatic disk comes with several demonstration 
programs, including the game 'Smash out'. Together 
with six program modules, written in Fast Basic, 
containing set-up and manipulation routines. 

The modules can be inserted directly into your own 
Fast Basic programs. 

Please note: AniMatic is specifically for users of Computer Concepts 
FAST BASIC- ft is not directly compatible with other versions of h«k. 
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SOFT BFT5 Dept P6 

5 LANGLEY STREET 
LONDON WC2H 9JA 
TEL. 01-836 2533 
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STAR RAIDERS 
Atari Corp, 

£24.95 

Colour monitor required 
Reviewed by Steve Pedler 

Shortly after ihe release of the first 
8-bit Ataris, Atari themselves 
published a piece of software that was 
to revolutionise the computer game. 
This was Star Raiders - since much 
imitated on other machines with 
varying luck of success - a game which 
has been consistently voted one of the 
best ever written. Even today , many 
Atari owners would include it in a 
persona] top three l best games 1 , 

I mention this ancient history to 
try and impress upon those readers new 
to the Atari community the special 
place Star Raiders has for us. At last, 
after a long wait, the ST version of this 
classic has appeared. How does it 
compare with the marvellous original? 

When I first loaded up the game, I 
did so with a certain amount of 
apprehension. Would this be a 
much -enhanced version of the original 
taking into account the best features of 
the ST, or merely a completely 
different game relying on a famous 
name to sell? Fear not, this version is 
almost entirely faithful to the 8-bit 
original, with one or two minor changes 
that in general enhance the game play. 

One very pleasant surprise came 
on reading the manual. The first 
instruction given is to make a backup 
copy of the master disk, and use the 
copy routinely. That T s right, Atari have 
not copy -protected the disk in any way. 
For this I applaud them for, although it 
has never happened to me, there can 
surely be nothing worse than buying an 
expensive piece of software and then 
losing it through some disaster which is 
no fault of your own. If we want more 
software publishers to follow this line, 
bowever, 1 must beg and entreat ST 
owners neither to give away or sell 
pirated (i.e. stolen) copies of the game 
nor accept such a copy if it is offered to 
you. This has caused too much damage 
to Atari owners in the past for anyone 
to want to see it repeated on the ST. 

Anyway, onto the game itself. The 
plot of Star Raiders is simple. You are 
one of the elite 'Star Raider* pilots of 
the Atarian federation,, which is under 
attack from the Zycroids (any relation 
to the Zylons of the original?) a race of 



mutated robot creatures bent on 
destroying humanity. The aim is 
straightforward - knock out all the 
Zycroid ships in your quadrant before 
they get you! 

On loading the game (from the 
GEM desktop) you select the difficulty 
level using the mouse and then start the 
game. This is the only time the mouse 
is used, game control being entirely by 
joystick and keyboard, as in the 
original. Four levels of difficulty are 
available to you, As in the 8- bit version 
these are classed Novice, Pilot, Warrior 
and Commander. When the game 
commences the upper half of the screen 
shows a scrolling 3-D view out of the 
window of your starcruiser, w r ith the 
lower half containing the control panel. 
This includes status lights for shields 
and weapons, a tally of the enemy 
destroyed and an external systems 
indicator showing you the current 

'an all-time 

classic' 

enemy vessel being tracked by your 
ship's computer. In the centre of the 
control panel there is the tactical 
display, which can operate in three 
modes - galactic map, long range 
scanner and aft viewer. Those readers 
who have played the 8-bit version will 
recognise the similarity here, but one 
useful feature is that the use of a 
tactical display like this means that you 
can have both forward and aft views 
available simultaneously. The control 
panel is graphically very well done, as it 
is in many such games written for the 
ST. 

Before you commence battle, it is 
advisable to turn on the onboard 
computer, which among other things 
displays the gunsight and provides a 
head up display of information about 
distance and bearing to the enemy 
ships. You should also turn on the 
shields, without which the ship will be 
blown to atoms within seconds of 
finding the Zycroids, This brings me to 
one point that is a little different to the 
original - you don't actually have to go 
and look for the enemy, they come and 
find you! There are seven types of 
Zycroid craft, each with its own 
particular attack pattern. You don T t see 
them all in the easier levels, but are 
only faced with the less dangerous ones. 
Graphically, the Zycroids are superb, 
all you would expect to see on the ST. 
In fact this is true of all the game 



objects from the meteors to the 
stunning rotating starbases to the 
victory flyby accorded to you if you 
destroy all the Zycroids. Did I forget to 
mention the starbases? Because your 
fuel is limited, and because you may 
sustain damage to vital systems in 
combat there are a number of starbases 
at which you can refuel and be 
repaired. The Zycroids will attempt to 
destroy the bases, but this should be 
prevented at all costs. There was a 
justifiable complaint about the 8-bit 
version that docking with the starbases 
was extremely tricky, but this is 
thankfully not the case here, The game 
sound effects are simple but adequate, 
and are spectacularly loud - the room 
will reverberate if you turn the sound 
right up. 

The quadrant of space you are in is 
divided into sectors, and you must use 
your hyperwarp system to move 
between them. The hyperwarp 
graphics are very realistic - rather 
similar to that which you see in the 
'Star Trek' movies. Unfortunately one 
feature of hyperwarp has been 
discarded in this version - the need to 
steer through hyperspace in the higher 
levels. I don't know why this isn't 
there, it always added an extra 
dimension to the gameplay for the more 
skilled player. However an added 
feature with no counterpart in the 
original is something called the 
'Emergency Atomics Unit 1 , Using this, 
which you can only do once between 
visits to a starbase, will destroy all the 
remaining Zycroids in the sector and 
warp you out of trouble fast. Again I'm 
not sure why this is present - in truth I 
wouldn't have thought the game 
difficult enough to warrant this feature, 
That brings me onto my final point, 
concerning the overall difficulty of the 
game. On the 8-bit version I find 
Novice level to be easy, Pilot to be 
hard, and I can only survive for a 
minute or two at the hardest levels. I 
am not a particularly skilful player of 
this type of game, but on this version I 
can survive easily at Warrior level and 
even the hardest level of all isn't that 
troublesome. I just wonder if 
experienced game players might find 
this just a little bit too easy, 

So there it is, the ST version of an 
all-time classic from Atari. If you know 
and Love the original, you'll like this 
one too. If you own an ST but have 
never played Star Raiders this is your 
chance to find out why it has such a 
great reputation. Definitely one to add 
to your collection. * 
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Flight Simulato 



Fve long thought Sublogic's Flight Simulator programs 
to be supreme in the simulation world, and was delighted with 
the version released on the 8 -bit Atari (see Issue 21 for a 
detailed review). The advent of the ST has opened up a whole 
new world of possibilities, and Sub logic have responded with a 
magnificent new version of Flight Simulator II„ utilising 
virtually all of the ST's new features. There's only one word 
for the resulting package - stunning! And it's sufficiently 
different from the 8-bit version to fully justify this Ve-review'. 

I won't go into details of the basic program, as in concept 
Lt*s identical to the 8-bit version. Instead, I'll describe just the 
differences and enhancements. There are lots of these, and 
most of them will blow your socks off! 

The package is similar to the 8-bit version but the 
program and scenery data is now on one single-sided 3]" disk. 



FLIGHT 




Instructions are contained in one 132 page, fully indexed, 
spiral bound manual of very high quality. Sublogic have 
dropped the second manual as supplied with the 8-bii version, 
so you don't get to learn about the theory of flight, nor do you 
get the eight flying lessons. However, the ST manual does 
contain everything you need, including many useful diagrams. 

MORE OF CALIFORNIA 

In addition to the 8-bit' s maps of Los Angeles, Chicago, 
Seattle and New York areas, this version also includes San 
Francisco, The area covered adds 47 new airfields (several 
equipped with Instrument Landing System) to the 81 in the 
8 -bit version. You also get many new radio navigation beacons 
to help you find your way around. The new area is extensive, 
measuring about 250 miles north to south by about 200 miles 
east to west - enough to keep you busy exploring for a long 
time! 

On boot up, you find yourself in a Cessna 182 lined up for 
take-off from runway 27R of Oakland International airport on 
San Francisco Bay. Yes, it's a different aircraft from the 8-bit 
version, and yes, the boot-up default is into the new map area. 
The instrument panel looks strangely familiar, but on closer 
inspection there are minor differences, such as retractable 
undercarriage controls, different flap settings, autopilot, and 
different radio and engine instrument layout. 

The myriad program controls are available either through 
the keyboard, or via mouse activated pull down menus. 
They're all summarised on a reference card thoughtfully 
included in the package by Sublogic, Additionally, the mouse 
can be used in place of keyboard for primary flight controls, 
but I found this rather clumsy and preferred using the 
keyboard. 

SUPERIOR GRAPHICS 

Looking through the windscreen you can immediately see 
a difference from the 8- bit version. The scenery graphics in 
the San Francisco area are far more sophisticated than those in 
the 8 -bit version. For instance, items such as runw T ay markings 



by JohnS E 



are colour filled shapes, not single lines or 'wire frames*, and 
there are more buildings to be seen. This only applies to the 
new area, though, the others seem to have been transferred 
from the 8-bit with very little change. 

As soon as you start the take-off run, the ST's muscle 
power immediately makes itself felt. The screen refresh rate is 
very much higher than before, making the view through the 
windscreen look more like a film than computer generated 
graphics. The runway markings glide smoothly past as you 
gather speed and lift the Cessna into the air. Almost 
immediately, the water of the Bay comes into view, and soon 
after that the massive 8 mile long Bay Bridge between San 
Francisco and Oakland. Flying straight on you quickly pick up 
the skyscrapers of downtown San Francisco. As you get closer 
you see they're colour filled 3D graphics (with hidden lines 
and surfaces removed!). That famous San Francisco landmark, 
the Transamerica Pyramid is there - a huge, 853 feet high, 
pyramid shaped office block. You bank the Cessna and switch 
to a view from the side window, really getting the feeling 
you're flying round a solid building. All along the waterfront 
you see the piers and moorings of the port area, w ith the 
Fisherman's Wharf tourist spot at the far end. 

Continuing your original flight path you see in front of 
you the most famous San Francisco landmark of all, the 
Golden Gate Bridge. Its portrayal here is excellent - I flew the 
Cessna round and round it, inspecting it from all angles, and 
marvelling at the skill of the Sublogic programmers. 

Flying back to Oakland you pass over the island of 
Alcatraz and notice that the prison building is there - Sublogic 
have thought of everything. The graphics on approach and 
landing at Oakland are as impressive as the take-off. And on 
touchdown, the tyres really screech as they hit the runway - 
it's worth doing a lousy landing just to hear that noise several 
times over! 

The improved graphics are easier to look at in this version 
of the simulator, as it allows you to finely adjust the direction 
of view you get from the aircraft cabin. You are not limited to 
the 8 fixed directions) as before. Further, you can adjust the 
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the controJ tower has taken wing and is streaking after you at 
very low altitude and at tremendous speed! You rush 
THROUGH the landscape, whizzing past buildings, over 
water, under bridges, whatever,,., until it's repositioned at the 
distance away from your aircraft originally requested. The 
effect is startling, incredible, fantastic, exciting.... I'm running 
out of suitable adjectives! All the time, your aircraft position is 
kept in view on the screen, marked with a small dot. The dot 
slowly grows in size until it becomes the familiar shape of your 
aircraft once again. The effect can really be quite breathtaking. 

You can switch between views from inside the aircraft, to 
spotter plane, to control tower, to tracking view anytime, at 
the press of a key or mouse button. Even more astounding, 
you can set up multiple windows, each with a different 
viewpoint and you can add a radar 'map window too, if you 

FANTASTIC 



in S Davison 



angle of view up or down - very useful when in a steep climb 
or descent. There's also a new 7,00m control to enable you to 
get a closer look at the central part of the screen (up to 51 1 
times magnification). If you want a wider view you can do this 
too, with a magnification down to 0,251 OK, so we're getting 
away from realism here, but it*s a useful feature, especially 

when used with the other new viewing facilities Vm about to 
describe. 

SEE YOURSELF AS OTHERS SEE YOU 

A major addition to the ST version is the ability to view 
your aircraft FROM THE OUTSIDE. That's right, you can 
now see how your aircraft looks as you fly it, Microprose's 
Solo Flight has been doing it for years, you say? Not like this, 
it hasn't! You have the choice of two different vantage points, 
either from a spotter plane flying near you, or from a control 
tower on the ground, 

You can set the position of the spotter plane relative to 
yourself, on either wingtip, in front looking back at you, 
behind you looking forward, or looking straight down from 
above. Also, you can set the distance between you and the 
sputter and the height above or below you that it flies. After 
selecting the viewpoint, you see the view on the screen 
gradually change as the spotter plane flies to its new position] 
Now, as you manoeuvre your aircraft, you see it move about 
relative to the spotter's viewpoint, but the spotter always 
eventually gets back into its requested position. The view you 
get during aerobatics is truly thrilling, as the spotter tries to 
keep station as you cavort around the sky. 

The control tower option is just as spectacular, but in a 
different way. This time, you get the view of your aircraft 
from the ground. For best effect, you have to make use of the 
zoom controls mentioned earlier. As you fly away from the 
airfield, the program automatically pans the viewpoint to 
follow you Eventually, you get so far away that you can't be 
seen even on full zoom. So - here comes the amazing feature - 
you select the Track function. The view you get now is as if 



need it. Windows can be positioned and sized to suit your 
needs. For the ultimate in views you can slide the instrument 
panel down giving a full screen display for any view. This is 
really spectacular when Landing (if you're skillful enough to 
manage without instruments!). 

FLY WITH A FRIEND 

As if all this weren't enough, there's yet another brilliant 
new feature. It's possible to link two ST*s together (each 
running the program) via the RS-232 ports and run in 
'multi -player* mode. This means you and a friend can each fly 
an aircraft, and each can see the other on his own screen. The 
ST*s continually exchange data via the RS-232 link on 
position, height, etc. You need a null modem cable to connect 
the machines , or alternatively you can use modems and 
conduct a two player game via the phone. Communications 
facilities are built right into the program! You can send and 
receive radio messages to/from the other player too (via the 
keyboard). 

JOIN THE JET SET 

If flying the Cessna becomes too easy, try selecting the 
Learjet option. This is a completely different ballgame, as a 
Learjet is a twin engined executive jet aircraft, capable of 
flying at 450 knots at altitudes up to 50,000 feet. My only 
grumble about this is that the instrument panel remains 
broadly similar to the Cessna, so the simulation is somewhat 
lacking in visual authenticity. It's great fun, though. 

T nereis a lot more detail I haven't covered, like the World 
War I Ace game, action replay, autopilot options, ramdisk for 
saving/loading scenarios, additional weather features (like 
ground fog and turbulence). I could go on writing about this 
forever. By now you must have gathered that its a program 
not to be missed by any ST owner. If you have an ST you 
MUST, repeat MUST, add this program to your software 
collection. It's the finest piece of simulation/ educational/ 
entertainment software I've ever seen on a home computer and 
worth every penny of the £50 asking price. • 
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Using GEM from the C language 




Deno 1 - Spinning disc 



A tutorial series by Steve Pedler 



Having acquired an Atari ST, I went through the phases I 
imagine many new owners experience - starting off by finding 
out how to get ihe computer powered up, pJaying a few 
commercial games and trying some public domain software 
and finally, when the immediate euphoria wears off, actually 
attempting to program the machine yourself. It is at this point 
thai you discover that ST BASIC is not exactly the world's 
ideal programming environment - not that it isn't a powerful 
interpretation of the language, but more that the screen editor 
provided must be one of the slowest and most unfriendly ever 
written, and that you are denied simple access to one of the 
features for which the ST is best known - the GEM interface. 
At that point I decided that I needed ei more powerful 
language than ST BASIC, and with a certain amount of 
trepidation opted for the one that many others seemed to be 
using, particularly in the USA, the C programming language, 
I haven't regretted my choice for one moment. Using C to 
program the ST and make full use of GEM is so easy and 
produces such fast programs that I never want to return to ST 
BASIC again. 

It occurred to me that Page 6 readers who either own a C 
compiler and have not yet started to use GEM, or those of you 
thinking about buying a compiler might be interested to see 
how it's done and so hopefully avoid some of the traps I fell 
into and so this first article came into being. I hope that you 
will learn with mc as we examine the ways in which C can be 
used to program the graphics of the ST, I hasten to add that I 
am very much a novice in both C and GEM, and I hope more 
experienced programmers will forgive the need to state facts 
and principles which to them must seem obvious. Many ST 
owners, however, are still at the novice stage as regards C 
programming and it is for then, primarily, that this series is 
written. 

THE DEMO PROGRAM 

I have always felt that articles of this nature are likely to 
prove more interesting if a useful program is the eventual 
result. The aim of what I hope will be a series of articles is to 



produce a comprehensive demonstration of the graphics 
capabilities of the ST which you can use for your own pleasure 
or to show your family, colleagues and friends. To this end, I 
would welcome suggest ions from readers concerning aspects 
you would like to see covered in these articles, or suggestions 
for graphic demonstrations. Often the hardest part is not the 
actual coding but thinking of something which will adequately 
demonstrate a particular point. 

I should point out that this is intended to be 1 
demonstration of GEM rather than how to program in C and 
some rudimentary knowledge of C will be helpful, however 
even those who do not know the language should find the 
discussion of the various GEM functions useful, as the 
principle of using them from ST BASIC is similar. 

The demonstrations will take the form of a single program 
which carries out a series of demos in turn. This will save you 
having to type in the necessary initialisation code each time- In 
this first instalment we will set up the system for the demos 
and include a simple demonstration of animation using colour 
rotation. This powerful technique is used in numerous graphic 
demos and once mastered will allow you to write spectacular 
demos of your own. 

TYPING IN AND RUNNING THE DEMO 

This first part of the program does not use any of the 
more advanced features of C such as floating point numbers, 
structures or unions, so it should be compatible with all ihe 
currently available C compilers. One point to note is the 
#dcfinc in the first few lines which defines 'WORD' as a short 
integer variable. This is necessary because GEM functions 
expect to be passed 16-bit integers and the compiler used to 
write this program, Metaeomco's Lattice Q uses a 32- bit 
integer as standard. In Lattice, a short is 16 bits long as it 
almost certainly will be in any other compiler, regardless of the 
integer size. How r ever, check your compiler, if a short is not 16 
bits long you only have to change the #dehne, not every 
occurrence of the short keyword in the program. To run the 
completed program, double click on its icon and click on the 
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/• GE.P1 demonstrations from the C 
pragramming lanuaqs +/ 

/# Written uaing the Metacamccj Lattice C 
compiler */ 

/* By Steve Radler -for Pm.qw 6 Magazine, 

Engl end #/ 

/* Version 0.2 March 13 19B7 •/ 

/* Lattice include fil« */ 

•include "stdio-h" 
^include "aabi nd.h H 

/* - dBcliratiDni, 

•define WORD ahort int 
• define. BQLID 1 



char reeelert c ]-=" q 3] r Use only la* 

resolution I when running thi ■ program 

1C OK 3", 

hello_boHC ]-"Li]£ 
Demonstrations of GEM in C J E by Steve 
Pedler ! for Page 6 Magazine J C OK 

l"| 

WPRD contrlt 12 1 , intinC 2=6 ] t 

p taint 236 J, 

intoutC 256 J, ptaout C 236: , 
work_h*ndl* 1 dum , tamp_col , 

old_palC 16 3, new pal [ 16 1, 
by t tan, 

cal_inde*t3»t 0 t 2 t 3, 6, 4, 
7, 3, B, 9, 10, 11, 14 t 12, 15, 13, 1 

demol ( ) | 



int 



f iniahedp 



/# 

here — 

mai n ( > 



program starts 

*/ 



WOR D cj 

ini t_gem < ) j 

while* f iniahed ! -0 ) C 
c-demoi ( 3 | 
if( c--3 > t 



finished-Or break t 



f ini*h_gnm < > 



■ initialisation 



ini t 



int ip 
WORD r 



13 



f ini shed- i | 

appl_initO| 
initialise OEM */ 

wor k_handle-gr*+ _ handle ( &dum, 
bdum, fedum, fcdun > \ /* get th* device 
handle +/ 

fort i-1, i<io, ++i J 

intinC i 1-lj 
intinC 10 3-2* 

v_opnvwk( intin, &uork_handl e T 
intout M /* open workstation • / 

f or f i-Op K16p ald_palC 1 
]-Setcolor i i++, -1 Mp 

fori i-Op Klip ++i i 

new_pal C 1 3»old_palC 1 

3i 

- B&ol -Gntriz { } ; 

lf( r#aolX> >t 



farm_alsrt< 1, resalert 

f i ni lhed-Oi 
> else C 

f orm_alert ( 1, hello.box 



difflomtr at inn #1 



/• draw a circle in quadrant* and 
animate by colour rotation #/ 
WORD demol t ) 
£ 

int delay, count, step, i| 
WORD start a, stops, a, c j 

Setpal let* ( ne«_pal ) j 

v_hide_eC war k_h and !• ) | 
v_clrwht wor k handl a ) p 
vsf_interior t work_handle, 

SOLID )j 

starta-Op 

■tap a- SCO | 

fori i-Op i<3| ++i ) t 

fort S-lp »<7j * + +■ ) t 
VSf _COlor ( 

work, handle, col_indeHt a J 1; 

v pieslicet 
wark_handle, 160, 100, SO, atarta, stops 

>I 

star ta-at art a+200i 
■top a -at op a +200) 

1 

> 

vst_heightC work_handle, 6, 
&dum, fcdum, fcdiim, 4,dum ) } 

v_gt-xtc workjiandle, 8, 103, 
"Demo 1 - Spinning diec" > p 

c-Oj 

count -SOQOp 

step- 1 CO p 

whil»< c<2 It 

temp_col»new_pal C 6 1\ 
fort a-5j *>0| a — K 
new.pajlC a+1 

3=-osm p*iC a 

1 

neN_pal C 1 3*t«flip_col| 
Betpal lets ( naw pal } | 
for ( delay"! p 

d*l ay < count p ++delay J 

I /* don't (hiss 

thi. .ami colon! */ 

graf _mk state ( lidum, led mm, 
fcbutton, tdurn >] 

if C button— 1 > £ 

count-c oun t +st ep | 
i# ( count>30000 ! ! 
coLint<300 It step -step * 

count «c oun t+ste 

Pi 



i-F C buttonM ) c-buttonp 

I 

return < c >| 




reset! ; 



WORD reset} 
reset»0| 

V_show_C ( wark_handla, 

Getpal 1 eta ( old_pal ) p 
v_cl avwk < work_handle >p 
appl _*Ki 1 1 > p 
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ATARI Specialist ATARI Dealer 




ADBROKE 
OMPUTING 

INTERNATIONAL 



33, Ormskirk Road 
Preston, Lanes. 
Tel (0772) 21474 
Mail Order 27236 or 
Bui/ Board 6pm to 9am 



A 

ATARI 



This Company has given years of full support to ATARI users Countrywide from their retail shop 
premises at Ormskirk Road, Preston. Now from their NEW Mail Order Depot they can offer the same 
Excellent service to all Mail Order Customers* 



All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items 
so that returned goods, and all the attendant frustration are a thing of the past. All Hardware is 
supported by our own 'ON SITE' engineers, therefore quick turn round on all repairs is Guaranteed. 
All prices quoted are fulty VAT inc. and there are no 'hidden extras', what you see is what you get. 
Prices include next day delivery on items over £150. 




520STM+Software £249.u0 

520STM+Mou$e+Softwr .„ £269.00 

520ST M+ M ouse+Soft wr 

+HiRes Mon .... £379.00 

520ST M+ M ouse+Soft wr 

+Colour Mon , £568,00 



lMeg Upgrades are available for the 
520STM. These are our own design 
and are verv simple to fit, needing no 
soldering. 

Using the same board, all ST's can be 
Upgraded to 2 ring or 41719, So no need 
to sell your 520 just Upgrade to a 
Mega ST using our board. 

lMeg UpgradelSTM) £100,00 

IMeg UpgractelSTFM) £70.00 

2. 5 Meg Upgrade £350,00 

4Meg Upgrade ... £650 00 

If any of the above Upgrades are 
purchased with Hardware then deduct 
CIO from total. 




We also stock a full range of quality 
P/D ST Software at £3.99 per Disk 
Send SAE for catalogue. 





3% D/S 
D/D 

Per Disk .£1.99 

10 Disks..., £16.00 

10 Disks+Plastic 

lib case ,£17.50 

100 Disks £150.00 

S00 Disks £650 00 



5% D/S 
D/D 46TPI 



.£080 
£6.50 



.....£750 
...£60,00 
.f 280.00 



All Disks are covered by an 
unconditional lifetime guarantee. 



ftfflRI 
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UBUS! 



Our ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates. Please ring for a 
quotation. All repairs carry a 90 day 
warranty. 



NEWLY IMPORTED 

Imager, Easily fixed to your printer 
it will digitise anything placed in the 
primer and save to Disk to be used 
with Dega r Elite etc. RRP £99.99. 



All Printers, Disk Drives etc supplied 
with cables etc. MO HIDDEN EXTRAS 



TO ORDER Simply send, or phone your order, stating Full Name, Address, 
Visa or Access Nos r Cheque or Money order. Make payable to Ladbroke 
Computing International, 33, Ormskirk Road, Preston, Lanes PR 1 2QP. 




SZOSTFM+IVlouse 

+Softwr £375.00 

520STFM+ Mouse 

+High-Res Mon 

+Softwr £475-00 

52QSTFM+ Mouse 

+CoIout Mon 

+Softwr £67500 



tOAOSTF+Mause 

+Softwr 

1040STF+Mouse 

+ Hi-Res Mon 

+Softwr .»»»..„. 
104QSTF+Mouse 

^Colour Mon 

fSoftwr 



£560.00 



£660.00 



£860.00 



All Hardware is cowered for 12 months 
by our service dept. and is tested 
prior to delivery to assure satisfaction. 



We have a complete range of Software 
in stock and fully tested. 

IF ITS AVAILABLE we have it! 
Send SAE for full catalogue. 

All Dedicated books and mags in stock 

Any Software problems? Queries? 
give us a ring we usually have the 
answer 



PRINTERS 

Dot Matrix 

EPSON LX86 £240 00 

LXS6 Tractor Feed £19.00 

LXB6 Sheetfeeder „„„.... £49 00 

LOaOQ 24pin D/M „ £499 00 

Star NL10 ....£250.00 

NL10 Sheetfeeder £55 00 

National Panasonic - £199.00 

*S Pag* ft -issue zs 



DUST COVERS 

Computers »....«•.••• £3-99 

Monitors £4.99 

Disk Drives £2.99 

Printers £7.99 



PERIPHERALS 

Triangle Img D/Drive £139 00 

Triangle 2x1 mg D/Drive... ..£229 00 

Triangle 20mg Hard Disk £669.00 

Pro Draw Graphic* Tab' £310.00 



FOR MORE INFO CALL ON THE ABOVE NUMBERS OR SEND 
SAE AND STATE FULL REQUIREMENTS 



h li -a or. of the alert box when it appears. You must be in low 
resolution for this program, if you are not, the program will 
tdl you so. You can increase and decrease the rate of spin of 
the disk by holding down the left mouse button; holding down 
the right button wilJ rerun the demo, while holding both 
buttons wtll return you to the desktop. 

PROGRAM INITIALISATION* 

The listing starts with a couple of #include files, and two 
#defines, one of which defines SOLID as the number one, 
This is a constant used in selecting an interior fill pattern, and 
it is included simply because SOLID means a lot more to a 
person reading the listing than trying to figure out what 
significance a 1 might have when passed to a function. This is 
followed by a series of declarations; note particularly that the 
function demol( ), our first demonstration^ is declared as 
returning a short variable, rather than the default int. The 
reason fur this will become apparent. 

The mainQ function tomes next, and the first thing this 
does is call the init_gcm() function. This carries the necessary 
initialisation code both for GEM and our demonstration. It 
starts by calling three GEM functions. The first, appLdnitQ, 
initialises GEM for a new application. The second, 
graLhandleQ, returns a very important variable, the name or 
device handle of the current workstation, h jlso returns tour 
other items of information about the workstation, but we don't 
need these so we can just use a dummy variable to put them in. 
Before we can open a new workstation to draw in, we have to 
be able to pass certain parameters to GEM. These are passed 
in intin[], and information received from GEM about the new 
workstation will be found in intoutf]. As you can see, elements 
I -9 of intin[J all contain the value 1 . Table 1 gives the 
meaning of these values for GEM. The function v_opnvwk() 
will open our new workstation. It must be given the address of 
work-handle so it can be modified for the new workstation, 

Table 1. Values passed to CRM in v_opnvwk(). 



intin 

element 

1 
2 
3 
4 
5 
6 
7 



value 



attribute 
affected 

polyline type 
polyline colour 
polymarker type 
polymarker colour 
text font 
text colour 
fill style 
fill style index 



1 fill colour 



result 



solid line 
black 
dot 
black 

system font 

black 

solid 

no effect as solid 
fill chosen above 
black 



of interest to us if we are writing programs specifically for the 
ST, However, intout[] elements 0 and 1 will return the 
maximum horizontal and vertical resolution respectively, 
useful if you are writing software that will run in more than 
one resolution, 

The rest of Lnit_gem() contains code specific for our 
application. The demonstration will use colour rotation so the 
first thing we do is to move the colour palette into an area of 
memory where w r e can manipulate it. The SetcolorQ function 
is not a GEM function but a call to the ST's operating system 
(it is an XB I OS call). The general format of SetcolorQ is as 
follows: 

Setcolorfcolour number, colour value) 

where colour number ranges from 0 to 15 and colour 
value is a 16 bit number representing the RGB value of the 
colour. But Setcolor() does more than this. It also returns the 
old colour value to the user, and if the colour value supplied to 
it is negative, it is ignored. In other words, SetcolorQ as used 
here has the effect of changing none of the colours hut copies 
the present lb-colour palette into the array old_pal| ]. This 
array will be used to reset the palette to its original value on 
leaving the program. The next two lines simply copy old_pal[J 
into new_pal[] which will be used for the actual colour 
rotation. 

The next statement is also an X BIOS call Gctrczfj does 
what its name implies - it returns the current screen 
resolution. This is important to us, since this program will 
only work in low resolution. The values returned are as 
follows: 

0 low resolution 

1 medium resolution 

2 high resolution 

Having determined the resolution the program checks to 
see if the user is in fact in the required resolution. If not, an 
alert box is put on the screen to inform the user and the 
variable 'finished* is set to 0. Alert boxes are printed using the 
GEM function form_alert, and are simplicity itself to use. The 
general format is as follows: 

button = form_alen( default button, alert string) 

where button is the number of the button the user clicked 
on and which can range from 1 to 3. The default button is the 
button which is selected by pressing the Return key as well as 
clicking with the mouse; it too can range from 1 to 3 3 or be 
zero in which case there is no default. Examples of the alert 
string can be seen as res_alert and hello_box. The general 
format is: 



Element 10 of intin[] is set to 2. This is an instruction to 
GEM to use raster screen coordinates, i.e. conventional 
computer graphic coordinates with point 0, 0 in the top left 
corner and a resolution of whatever the computer concerned 
can offer. The alternative is Normalized Device Coordinates 
(NDC)j which is based on a standardised screen of 32767 
pixels vertically and horizontally. This offers the possibility of 
writing graphic applications which are independent of a 
particular computer's hardware. 

Much of the information returned in intout[] will not be 



(icon)(text with lines separated by the : character :( button 
1 ! button 2 : button 3) 

where icon is the icon displayed on the left side of the box. 
Possible values for this are: 

1 exclamation mark 

2 question mark 

3 stop sign 

You can have a minimum of one and a maximum of three 
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buttons, Since we only have one button in each of these boxes 
we don't need to know which one was clicked on. If the screen 
resolution is anything other than low, the string res.alert 
appears in the box; otherwise hello_box is used. On return 
from init_gem{), main() checks the value of the variable 
'finished'. If this is anything other than zero, the statements in 
the while loop arc executed; if it is zero, these statements are 
not executed and the function finish_gem{) is called. Assuming 
the loop is executed, the demo is called as demolQ, which will 
return Ei short in the variable 'c\ If c is returned as greater 
than 2 the program will break out of the loop, set finish to zero 
so that the loop is not executed again, and call nnish_gem() to 
exit the application, 

LET'S START THE DEMO! 

Now for the demo itself. The first thing to do is reset the 
colour palette so that we can manipulate it. This is done with 
another XBIOS call, Sctpalcttei: \\ which is provided with the 
address of the new palette as its argument, We then hide the 
mouse cursor since we don't want it on the screen, with the 
GEM function v_hide_c(). Function v_clrwk() then clears the 
screen using the current background colour (always found in 
colour 0 of the palette). To be absolutely sure, although we 
have already done it during the open workstation routine, the 
interior fill style is set to solid colour with the call to 
vsf_interior(). The format of this call is as follows: 

vsf_interior( device handle, style) 

where style can have one of the following values: 

style result 

0 hollow - i.e. outline only, no fill 

1 solid col our 

2 pattern 

3 hatch 

4 user defined pattern 

If pattern or hatch styles are chosen you can choose from 
a variety of preset patterns using another function, vsf_style(), 
We will look in more detail at this at another time. You can 
even define your own fill pattern using function vsLudpatQ- 

The aim of the demo is to draw a disk composed of 
segments of different colours so that by rotating the colour 
palette we give the illusion of a spinning disk. The function 
which draws the circle segments is v_pieslice, which uses the 
following format: 

v_pieslice( device handle, circle centre x-coordinate, circle 
centre y- cot) rd mate, circle radius, start angle, stop angle) 

Most of this is self-explanatory, except perhaps for the 
question of start and stop angles, which determine the position 
of the segment in relation to the centre of the circle. These are 
expressed in tenths of degrees, and can therefore range from 0 
to 3600, An angle of 0 is due east, while 900 will be due north. 
By incrementing these variables by a set amount each pass 
through the loop, we draw a filled circle composed of a 
number of segments. Before we can do this however, we have 
to set the colour to lill the segment with, and here we run into 
a slight problem. The 16 colours used in the low resolution 
colour palette are numbered 0 to 15, with colour 0 being the 



background colour. Unfortunately, the GEM functions use 
colour indices, also numbered 0 to 15, but which do not 
correspond with their counterparts in the palette. In other 
words (for example) colour index 1 does not use colour 1 in the 
palette, but colour 15, If we chaw with colour indices 1 to 6 
therefore, but rotate colours 1 to 6 in the palette, we shall not 
be rotating the correct colours. To avoid this, the array 
coLindex[J was set up which contains the colour indices in the 
order of the colours they correspond to in the palette. 

Having drawn the disk, the next task is to print the title of 
the demo using the function v_gtext(). I don't want to say 
anything more about this at this time, except that the height of 
the text (in pixels) is selected by using the vst.height call. 
More about this next lime. Finally the colours are rotated by 
rotating the contents of new_pal[) and calling SetpalctteQ each 
time the array is changed (changing the array without calling 
Setpalette() will have no effect). 

The program incorporates a delay loop to slow things 
down to a reasonable level. In order that you can see the effect 
of altering the delay, the mouse buttons are checked using 
graf_mkstate(), which returns the current mouse attributes 
This has the following format: 

graf_jnkstatc(mouse x-coordinate, mouse y-coordinate, 
mouse button, shift control/alternate key state) 

We are only interested in the mouse buttons here so the 
other values go into our dummy variable. The mouse button 
returns a I for the left button, a 2 for the right button and a 3 
for both buttons at once. If the left button is pressed and held 
down, the delay is increased by the value in step until a limit is 
reached when it starts to decrease again. Holding down the 
right button or both buttons at once will exit from the demo 
loop and return the button value to main(). If this is 2 (right 
button only) the demo is rerun; if 3 (both buttons together) the 
program will Teturn to the desktop, terminating by calling 
finish_gem(). 

The finish_gem function is very straightforward. We first 
bring back the cursor using v_show_c() which has this format: 

v_show_c( device handle, reset flag) 

where the reset flag is either zero or non-zero. If zero, the 
cursor is redisplayed regardless of how many v_hide_c<) calls 
were made; if non-zero, the number of v_show_eQ calls must 
match that of the number of v _hide_c() calls for the cursor to 
be redisplayed. The old colour palette is restored with 
Setpalettc:; ), and the workstation closed with v_clsvwk(). The 
application is terminated with a call to appLexitQ, and the 
whole program returned to the desktop by coming to the end 
of the mainQ function, 

ALL FINISHED! 

And that is it! You might say that it is a lot of effort for a 
very simple demonstration and I would agree, but don't forget 
that GEM gives us enormous graphic power that is generally 
very easy to use. Regrettably the price we pay is an increase in 
the amount of code needed to set things up. Although I have 
deliberately used C to demonstrate some simple GEM 
functions m ilus article, all these functions are also available to 
BASIC programmers, who might like to try implementing the 
demo in BASIC, Next time we will look at some more GEM 
funct i on s and add another demo or two to the p rogram . • 
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SUPERTEC ATARI USER OFFERS 



SUPERTEC software for the ATARI ST 



Title 


Type 


Inc VAT 


Title 


Type 


Inc VAT 


Deadline 


Entertainment 


£22.95 


Habaview 


Database 


£74.95 


The Pawn 


Entertainment 


£24.95 


Kdata 


Database 


£49.95 


Red Alert 


Entertainment 


£24 95 


T-R-l-M 


Database 


£89.95 


Winter t^ames 


Entertainment 


r"* /*i d P* 

£24.95 


H & D Base 


Database 


£99.95 


p ".if 

\jQ\\ 


Entertainment 


£29.95 


dBman 


Database 


£149-00 


Bridge 


Entertainment 


£29 95 


H abadex 


Database 


£49 95 


Time Bandit 


Entertainment 


£29.95 


Print Master Gallery 1 


Print Utility 


£29.95 


Sundog 


Entertainment 


£29.95 


Print Master 


Print Utility 


£39.95 


Major Motion 


Entertainment 


£19. 9d 


Music Studio 


Music 


£29 95 


Deep Space 


Entertainment 


£34.95 


Paintworks 


Graphics 


£34.95 


btar ulider 


Entertainment 


£24.95 


Degas 


Graphics 


£39 95 


iii rsa,raie 


Entertainment 


£ 1 9.95 


Degas Elite 


Graphics 


£69 95 


Temple of Apshai 






Easy Draw 


Graphics 


£149.95 


"TV 1 1 1— i« l j 

iniogy 


bntenamment 


L^4.95 


Colourspace 


Graphics 


E 19.95 


Pn^h'jn'Qr 


tnienamment 


na qr 
Lay. yo 


Cashlink Accounts 


Accounts 


£295 00 


f^nl Thrnatc 
KsUl I 1 11 UdLi> 


C r 1 [t? rid 1 r i FT 1 y r u 


toy, yi> 


Habawriter 


Word Processor 


£59 00 


Daily noo 


tnienammeni 


con fic 


KWord 2 


Word Processor 


£59,95 


tssex 


t nienai n m e ni 


CA A QH 


Boffin 


Word Processor 


£1 13.85 


on msione 


t ntenai nment 


144. 


Hippo pixel 


Font Editor 


£39.95 


A Mina rorever 


Entertainment 




Habamerge 


Mail Merge 


£39.95 


Voyaging 


£44.95 


Kseka 


Assembler 


£49.95 


Mind Shadow 


Entertainment 


£49.95 


K Spread 2 


Spreadsheet 


£79.95 


Borrowed Time 


Entertainment 


£49.95 


PC Intercom 


Comms 


£129 95 


World Games 


Entertainment 


£2495 


KGraph 2 


Bus. Graphics 


£49.95 


Strike Force Harrier 


Entertainment 


£24.95 


K Comm 


Comms 


£4995 


Flight Simulator II 


Entertainment 


£49.95 


VI. P. Lite 


Spreadsheet 


£99 95 


Q-Ball 


Entertainment 


£19,95 


Cornerman 


Desk Accessory 


£29.95 


Mercenary 


Entertainment 


£24 95 









piUi Kir" 



C-19S 



^0 



.\ c 



2*4. 



0268 



I 



posf tow OHOf fl 

OR CALL TQNYDWYi 



Pl*»« •■ ■'■ : ..-1. 1 

I tritliM^d Ch^gt'Posl*! gcd*r for |h» Full *mgu,nt 

including VAT [ 



Nairn . 



Adrift ss 




priced 
luQE P*P 



Signature 

PLEASE ALLOW 29 OAVS FOR DELIVERY 
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K- GRAPH 2 



Kuma 

£49.95 

Reviewed by John S Davison 



Here's another of the K Series of application packages 
from Kuma, this one providing your ST with comprehensive 
business graphics and statistical analysis capability Now in its 
Mk II version, it offers graphs and charts to suit most uses. It 
is GEM based and easy to use, so at last you have a simple way 
to turn all that boring numeric data into something a little 
more digestible. 

Like other members of the K Series, K-GRAPH comes in 
the obligatory flimsy packaging, containing a single sided disk 
and slim, tutorial style instruction booklet, I found the booklet 
to be one of Kurna's better efforts, but for the price it could 
(should?) be a lot better. 

K-GRAPH uses the standard Kuma installation 
procedure to produce a working copy from the supplied 
master disk. On a single drive system this requires about 30 
disk swaps to complete - not as ridiculous as some of Kurna's 
other offerings, but irksome nevertheless. 

D»K FlLe Da ti Options finnatatE Stats 




MASSIVE CAPACITY 

The program produces graphs and charts from data 
provided cither by existing data files from programs such as 
K-SPREAD or by keying it in through K-GRA1 J H s data 
editor. The usual data editing facilities are provided, so you 
can easily add, delete and change sets of data to be charted. Up 
to 20 data sets can be displayed on any one chart, and up to 80 
across all chart types at any one time. A maximum of around 
30000 data points can be held in memory on a 512K machine - 
so this is no toy program! In practice, though, charts get very 
messy with more than about six daia sets displayed, so you'd 
probably never push the program to its theoretical capacity. 

Data points can also be generated from a formula supplied 
by you, and K-GRAPH has a set of 18 built-in arithmetic and 
trigonometric functions for this purpose, together with 
conditional processing facilities. You just define the formula, 
provide the range and increment for X values, and K-GRAPH 

50 f«g« 2$ 



does the rest, at least, that's the theory - I had a lot of trouble 
getting it to work. I found the program's error messages 
unhelpful, and the instruction booklet inscrutable in this area. 
Kuma should have included a better explanation of the 
syntactical rules and practical examples to make this feature 
more easily usable. 

A wide range of chart types can be produced from your 
data, such as line and scatter graphs, area charts, vertical and 
horizontal plain bar charts, stacked, overlaid, or three 
dimensional bar charts, and pie charts. You can flip at will 
between different chart types for a given set of data, this being 
as simple as clicking on the appropriate icon. Couldn't be 
easier. 

CHART CUSTOMISATION 

Up to four windows can be open at any time, each 
displaying a different chart. Size and position of a chart within 
its window is easily changed under mouse control, and you can 
design your own graph line styles and fill patterns in terms of 
pixel layout and colour. Point markers may also be used on 
line graphs, there being a selection of shapes available for this 
purpose. They can be used without the connecting graph line, 
and in fact this is how you produce a scatter graph - it's really 
a line graph without the lines' 

Scale points on the X-axis may be individually labelled, 
permitting the use of non-numeric items such as dates, month 
names and the like and there is also a general annotation 
feature which lets you place text anywhere on the graph in a 
variety of font styles and sizes. You can draw an arrowed line 
connecting the text with any part of the chart to highlight 
something of special interest. The text block can be moved at 
any time, too, and if it has an arrow attached, the line 
'rubber-bands' so the head of the arrow remains pointing 
where it should as you reposition the text. Very neat. 

A legend box showing which line or fill pattern represents 
which data is automatically generated for you. This is based on 
the names you give to the sets of data, and the lines fill 
patterns you denned for use in plotting them. Again, this can 
be placed anywhere on the chart and can be repositioned at 
any time without damaging the underlying graphics. By 
clicking on one of the legends, you are cleverly taken straight 
into edit mode for the data it represents. 

Further options allow you to overlay a grid on the two 
dimensional charts, to change X and Y origins for certain 
types of chart, and to choose whether pie charts display 
percentages or absolute data values against each slice. You can 
also choose to slide out any one slice to highlight it, although a 
bug in the review copy made this feature unusable. 

If all this isn't enough, you can even save a K-GRAPH 
chart in DEGAS format and use that package to customise it 
even more. The possibilities seem endless! 

HARD COPV FACILITY 

When you've got the chart looking exactly as you want it, 
you can print it out upright or sideways, and enlarged and or 
centralised in the X, Y or both directions. K-Graph displays a 
representation of the printed page, with a shaded area showing 
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wherr your chart will print using the current settings. You can 
even slide the shaded area around using the mouse, for fine 
positioning. 

It's designed to work with Epson printers. Unfortunately, 
there seemed to be a problem using it with my Star SGlO 
Epson compatible, as yet unsolved. I got round it by 
transferring the file to DEGAS and printed it perfectly from 
there. 

One annoying feature I discovered with printing is that if 
you accidentally initiate it and you don't have a printer 
connected, the whole system locks up. The only way out is to 
reset and reload the program. 

K- GRAPH can save data , labels, lines and patterns 
separately, allowing the flexibility of re-using existing patterns 
and labels in other charts. This can be done at any time - even 
when a chart is being displayed. Alternatively, you can choose 
to save data and labels together, or everything for the complete 
chart. 

■'f5» File Data Options annotate 
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r - r est iu.iGfl[ro<ji .. 

F-Tcst... 

Cnj squared test.. . 




4.31* 



1,112 



If needed, there are also a set of statistical functions, 
which work on a given set of data. These include mean, 
standard error, median, upper and lower quartiles, variance, 
standard deviation , sum of squares, skewness, and kurtosis. 
And how about the coefficient of variation and quartile 
coefficient of dispersion, for good measure? Then there are 
other functions, such as maximum, minimum, and count of 
data items, and slope and intercept of the line of least squares 
best fit based on the data points provided. The coefficient of 
correlation of data points to this line is also calculated. 

Other functions require more than one set of data 
samples, and include paired and unpaired T-tests, F-test, 
Chi-Squared test, and regression analysis, I personally don't 
have much use for this sort of thing, but I'm sure there are 
people out there who use it all the time! 

IN PRACTICE.... 

K -GRAPH works well, apart from the niggles mentioned 
earlier. If you need a general graphing, charting and statistical 
package for your ST, and can live with these problems, then 
go ahead and buy K-GRAPH It s rather expensive purely for 
casual home use, but could be of great practical value for 
business, professional or educational applications. I enjoyed 
using it, and will continue to do so. What more can I say? • 
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Excellence at work 

New Superbase Personaf is specifically designed 
to help you obtain informative and useful results 
from your data simply and quickly. All the latest 
developments in operating techniques - pull- 
down menus, point-and-click mouse selections, 
and multi-choice windows make selection of 
specific data across multiple fifes fast and easy. 

EASYTOUSE 

Pom it-and -click mouse selections. 

Pull-down menus, multiple windows to design and work wiih 
your database. 

Unique VCR style controls for instant access to yourdala. 
FLEXIBLE 

Redisplay information by a click of the mouse. 
Up to 999 indexes per file - sort in any order. 
Experiment with layout on screen without harming data. 
Amend your formats without disturbing data already on lile. 

POWERFUL 

Define compfex queries across multiple files. 

Create and store frequently used queries. 

Form new database files from several, or split one file into many. 

Number and date results instantly and automatically calculated. 

PICTURE TEX! LIBRARY 

Co-ordinate text and graphic images to form a picture 
database. 

Display database text and external file images on screen at 
once. 

Library your text files, 



HIGH PERFORMANCE 
SMOOTH OPERATION 
GREATPRICE 



£99.95 



AT ALL GOOD DEALERS NOW 



±1 

Pllx hiuu 



Distributed by SDLSilica Shop 

and Software Express Or call 

Precision Software Limited. 6 Part Terrace 

Worcester Park, Surrey KT4 7JZ Tel: 01-330 7166 

TeteK 8955021 PRECIS G Fax 01-330 2089 



COMPUTE! 
DO IT AGAIN! 



It has to be said that the majority of the ST books to have 
been published hi j far, with only one or two notable 
exceptions, have been re-writes of ihe manual with, maybe a 
few new ideas thrown in here and there. Compute!, who have a 
fine reputation for quality books, have themselves been guilty 
of this, but now comes the publication of a new series, and a 
new formal which they call the COMPUTE! Library 
Selection, thai looks like being ihe start of some excel Jem 
reading for the ST. 

One of the things missing so far for the ST is a collection 
of type-in listings that helps new users gel stuck in w ith 
Learning just what their new machine can do and the first of 
the new Compute! books is just that, ST AP PL I CAT IONS is 
a collection of twenty practical applications that any owner can 
type in with ST BASIC. The programs Tange from games of 
skill to "household helpers' and on to business, finance and 
science. All will run on n 520ST or 1040ST in either mono or 
colour. There are no arcade style games here, most of the 
games require thought and skill and include such favourites as 
Knights Errant, Mosaic Puzzles and Checkers. More useful 
programs are those lor calculating loan payments and there is 
even a spreadsheet! Other, less usual, applications include 
Chemistry Basics, a Simultaneous Equation Solver and 
Least-Squares Forecasting and there is even a program for 
Weather Forecasting! All in all, an unusual collection with 
some very useful programs thai will not only teach you about 
using your ST but will also provide you with some useful 
programs. 

Another applications guide is the first in a series entitled 
ST APPLICATIONS GUIDE and this one is subtitled 
PROGRAMMING IN C. Here you have a guide which 
shows the elementary C programmer how to use C for many 
specific ST applications. Chapters include Creating The GEM 
Envelope, Creating Menus, Dialog Boxes and Graphics, 
Programming the Sound Chip and others on graphics. The 
book is full of programming examples illustrating all the 
aspects of GEM using actual programs such as a fractal 
program and a program for drawing world maps as examples. 
AH the co-ordinates for the latter are provided in an extensive 





COMPUTE! 

ST ARTIS 




reviewed by Les Ellingham 
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Appendix! There really is so much in this book that it is hard 
to know what to mention- There are over 320 pages chocked 
full of examples and explanations and anyone who works all 
the way through will have a very good understanding Of GEM 
and programming The ST in general. It does not teach C as 
such but looks to be the best book so far to explain how to use 
C to get the best from ihe ST. 

The final one in this trilogy of new books will appeal to 
artists and doodlers alike, indeed anyone who has a copy of the 
Neochrome Sampler (v. 0.5) or Degas. The title is 
COMPUTE!^ ST ARTIST and the book has 265 pages 
packed with information about Neochrome and Degas, 
including much that you might never discover yourself! Mosi 
users will be able to work out how r to use the various functions 
of the programs but there are many small features that are not 
documented, particularly with Neochrome , and the authors 
introduce several tips and tricks to enable you to extend the 
basic facilities. There is^much included on using perspective 
and shadow effects and defining your own text and pattern fills 
and several* not so obvious* applications including floor 
layouts, graphs and charts, even letterheads and business 
cards! Some very clever effects include using two screens to 
produce an A4 image and cutting designs from background 
patterns. Advanced techniques concentrate mainly on 
achieving animation through colour cycling and include some 
very impressive effects. Several appendices include a 
conversion program for Degas Neo, a glossary and a round up 
of the art programs available if you need to explore further. ALL 
in all a cracking collection of ideas and tips that will enhance 
your purchase of Degas or turn a 'free' copy of Neochrome 
into one of the most interesting programs in your collection. If 
you want to pay a bit more you can also get the book with an 
accompanying disk which not only includes all of the 
drawings, programs and routines from the book but also has 
six extra Degas fonts and four fill patterns plus three screens of 
Neochrome 'shapes* that can be cut and incorporated into 
your own drawings. This is one of the few times when the disk 
actually provides more than is in ihe book. 

All the books are in a new large format of 9" by 71" in 
conventional paperback style. There are expensive* as are all 
books nowadays, but at least they look the part and all three 
are packed with information to provide value for money. 

COiMPUTKPs ST APPLICATIONS by Brian Flynn and 
John J. Flynn. ISBN 0-8745 5-067-X, £15.95 
COMPUTE!^ ST APPLICATIONS GUIDEi 
PROGRAMMING IN C by Simon Field, Kathleen Mandis 
and Dave Myers. ISBN 0-87455-078-5. £17.95 
COMPUTED ST ARTIST by Selby Rateman and Lee 
Noel, Jr. ISBN 0-87455-071-8. £15.95 
COMPUTERS ST ARTIST with Disk, £25.99 * 



Mike Jor-vis. 
19 Portree Drive. 
I Use Park, 
NOTTINGHAM. 



ATAEtl ST software and 
hardware, at prices YOU 
can afford AIL your ST 
requirements PLUS a 
prompt, friendly service 



Original USED software 



10 POUNDS 

Brata.^as, Q-BaN, Lands oi 
Hav^v?. CST Fractal Generator, 
ST Karate. ArkanoidL Haba-Sp«LL. 
The Animator, Wanderer 

20 POUNDS 

Enchanter, A Mind Forever 
VoyaftirjQ^ Paintwork*. The Musk? 
Studio, Forbidden Quest, Hippo 
Computer Almanac — 
Computer FeopL*. 



15 POUNDS 

Super C>' ?Je, '_*ol-'..ursp5 --. 
Mercenary LVjirtpendium. PjLon 
Che*s, Sundog - +he Frozen Leg*- 
ey, Ternple ol Apahal Trilogy, 
Rogue, Time Bandit. S-taralider. 
?-hu*tl* 2. E/teti Elues. MOT 



All usud software is complete 
with OHTC31NAI. rlo^umftnta 
UOD Stocks Change regularly 
SO if you do nut nee what you 
want then ringr (OBOZ) 7.7 *nfi3 

NEW hardware 



"ork l, Llttl* 



ATARI 620 STFM C34O00 
ATARI 1040 STF £-520.00 
ATARI 620 STFM* £420.00 
ATARI l Meo Drive G 176.00 
ATARI Hard Disk Drive £800.00 
ATARI Mono Monitor £136,00 
ATARI Med Rer Monitor C3EO.0 



ATARI SMM0O4 Printer £ 176.« 
QMS KB Lawr Printer C2 160.00 
CUM ANA 3 M«gDrii»£i30jOO 
CJMANA £ M« Drtf* £22600 
TRIANGLE I M*o Dtlv* €130.00 
TRIANGLE Z Mag Drive £22600 
EPSON LX66 PrLnt-r Ol&j.OO 

What you see is what you pay - NO ADDERS 
NKW software 



ALL new software is dia- 
courtod by on rrp For 

example. XEVIOUS (rrp 
£24.96) my price P.7.0 OX)' PRO- 
ItlllTTTON (rrp fMSSfl) my 
price £1(5 00 METROCR(JL3£l 
(rrp 024.95) my price P?,n 00 
Rin C (0602} Z74369 lor a price 
on any new software 



SPECIALS 

Fleet St. Publisher €65.00 

CSS U£*ed tor this ad, powerful ve T 

intuitlv* prosi-ann; 

Suferbaae Personal C750G 
pimple. flejnhle y*i full loured 
database - the beati 



All prices include postage and packing Please make 
cheques or postal orders payable to MIKE JEtiVIS and 
DOftt orders to M Jervis, 19 Portree Drive, Kise Park. 
Nottingham N<5?i bDT Items in slock are despatched 
immediately by 1st. Class Post or Datapost for next (toy 
•1'-'ilV';ry ( h-tU-r m. kj u .w l< ■■ iy<-r<i*. ml.:', will bt> 1 AS tied 



JIL 



SPECIALISTS IN 
BUSINESS SOFTWARE 



SKY FOX £12.95 



JILl 



1040STF + SM 125 (Mono) 
1040STF + SC1224 {Colour) 
520 STFM 

520 STM + SF314 D/D + SM125 + 1st Word 

SF314 1Mb Disc Drive 

SH204 20Mb Hard Disc 

SMM804 Dot Matrix Printer 

SM 1 25 Monochrome Monitor 

SC1 224 Colour Monitor 



£627.15 
£895,96 
£350.35 
£410.28 
E1 79,16 
£537.56 
E179 16 
£134.35 
£358.35 



SPECIALIST IN SAGE SOFT 
ST ACCOUNTING SOFTWARE 

Sage Bookkeeper E1 1 2,00 

Sage Accountani E1 70.00 

Sage Accountant Plus £228.00 



Whatever yom type of business we can install a 
complete system to meet your requirements 

SPECIALIST IN APPLICATION SOFTWARE. HABA. KUMA ETC 

Full range of software available. Educational, Government 
and Export orders accepted 

When it comes to Computers ATARI 
means BUSINESS! 

PYRAMID 

Video & Software 
(Inside Osprey Business Computers} 
5 The Bridge, Wealdstone 
Middlesex, HAJ SAB 
01-361 2407 
ALL PRICES INCLUDE VAT 
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Computer Centre (Main Atari Dealer for West Sussex) 
Proudly Announce!! 

Oor «w range of ST WORKSTATIONS 



The workstations come reach assem tiled 

if 

2 Double sided double density IN. EX. 1. 
guarantee) all leads including mains plug 
P.S.LI to fit in the workstation! 
No more untidy leads 
and power supplies!! 



and include: - 

mg Byte disk drives, power supply (5 year 
* There is also a bracket to allow the 520 ST 




Pac k 1 . Workstati on compl ete 1249.95 

Pack 2. Workstation. 520STM Mouse etc, £534.95 

Pack 3. Workstation, 520STM 1MB RAM £634,95 

Pack 4. Workslation, 520STM. SM125 Monitor C634.95 

Pack 5, Workstation, 52QSTM. 1MB HAM, SM125 E734.95 

Pack 6. Workstation SPDSTM. SC-1224 Moniior C933 95 

Pack 7. Workstation, 520STM. 1MB HAM SC1224 £1033 95 

Many other new and used deals irtcluding 1040ST EP.O.A. 



All prices include VAT 

Full 12 month warranty on all systems 

Complete trade in /part exchange service 

We will buy your 'A MB Drives!!! 

Post & Packing:- under £700 £4.95 - over £700 19,95 



Chips computer centre 

53 Rugby Road 

Worthing 

Sussex 

BIN 11 5Mi 

Phone (0903 > 4050° 24 Hours 



WE BUY, SELL 
AND PART EXCHANGE, 




REUIEUI 



Donald Duck's 
Playground 

Sierra 
£24.95 



*An action packed game about change making for age? 7 to 
1 I s . I hate Donald Duck's Playground! Not that the program 
is bad, it's just that I am not sure I like the thought of 7 to 1 1 
year olds being smarter than me! Seriously though, in a time 
when everybody seems to complain about the lack of good 
educational software, this one is a real cracker (or quacker? 
Groan!). 

The game is designed to teach children the concepts of 
logical thinking, shape, colour and letter recognition and the 
use of money in a society that requires you to understand that 
nothing is for nothing and that hard work brings its rewards. 
It succeeds admirably in its aims and is packed with :i number 
of well thought out scenarios that must make some impression 
on any child who plays. As with Winnie The Pooh (reviewed 
in an earlier issue) the hand of Walt Disney is evident in the 
understanding of children. 

Starting from the beginning , you have rhe ehoiee of three 
levels, beginner, intermediate or advanced, but be warned, 
even the beginners level is not too easy (play it while the 
children are not looking!), Donald passes through the 
appropriate gate and emerges in the high street where there are 
four workplaces in which to earn some money. These are 
McDuck Airlines, The Produce Market, The Toy Store and 
Amquack Railroad. Each has a choice of working a shift from 2 
minutes upwards but they all feature different skills and will 
take time to master. At the airport you are a baggage handler 
and must sort baggage from a conveyor into the appropriate 
truck for its destination. This involves checking a three letter 
code on each passing package and recognising the 
corresponding truck. With the conveyor continually moving it 
is quite hard! In the Toy Store you must put toys on the 
shelves by recognising similar toys and placing a ladder so that 
you can climb up and put the toy in the right place. An 
additional problem is the train passing by from time to time 
which, if you are not careful, will dislodge the toys you have 
put up and so reduce your earnings. The Produce Market has 
more of an arcade element requiring you to catch produce 
thrown off the back of a truck and find the right box to put it 
in. Finally.-, on the Railroad, you must pick up packages from 
certain stations and deliver them to others by changing a scries 
of points. A real challenge to logical thinking, this one! 

Whichever job you choose, at the end of your shift you go 
to the Payroll office to pick up what you have earned. The 
money is counted out in appropriate coins and your total 
earnings increased. You may now go back and work some 
more or find somewhere to spend some of those wages! 

On the other side of the street are three shops where you 
have a choice of items to buy. Each item has a stated price and 
a description which needs to be read carefully because some 
items are much more useful than others, especially if you want 
to have the most fun in the park! After choosing the item you 
want you must pay the shopkeeper, you are not allowed to 
leave or buy more without settling your debts, Paying involves 




Too clever for Les Ellingham! 

going up to the till and counting out either the right amount or 
tending a higher amount and working out how to get the 
correct change, A nice lesson in paying for what you want and 
understanding how to count up the right amount or check that 
you have the right change. Once you have got it right your 
purchases are automatically delivered to the park. Guess 
where we are going now? 

After all that work, it's about time we had some play, so 
off to the park. This is the Playground of the title and to get 
the most fun you will need to have worked hard and bought 
some of the right things. There are many tan tali singly 
interesting things in the park but you may not be able to use 
them without the right accessories. The park lies across a 
railroad and> all credit to Donald, he stops and looks both 
ways before crossing but it might have been wiser to have 
some gates or no railroad rather than encourage children to 
cross railway lines, however much they stop and look. Anyway 
there are Lots of things to do in the park and many more 
challenges. You will have to work out how to use most things 
and will certainly need to go back to the shops to buy more 
equipment. In all probability you will have spent all of your 
money and will have to go back to work again. Another lessotl, 
this time in economics, perhaps it is better to keep something 
back in case you need it? 

Donald Duck's Playground will last for a long, long time 
and with parental guidance cannot fail to have some beneficial 
influence on a young child. Almost all of the concept and 
design is excellent but there are one or two criticisms, 
Certainly I felt that the control of the character is 
unnecessarily difficult, especially with a mouse, and might well 
defeat a child that is good at thinking bui not necessarily that 
dextrous. A great pity because the aim of the program is to 
encourage positive thinking and not to produce another 
'arcade junkie*. The other point is that better use could have 
been made of the graphic power (if the ST. Each scene is 
loaded in from disk, as with other Sierra adventures, and this 
makes the action extremely slow, especially when you finally 
get on the rocket slide and have to stop halfway down for the 
bottom half to load! Donald Duck's Playground is not a huge 
area and most of it could be loaded in and scrolled. 

Criticisms aside, this is probably one of the few, and one 
of the finest, educational programs fillmg the gap that seems to 
exist for the over fives. If you have children, you really should 
consider buying this. It is fun, educational and may just help 
your children understand all the complexities of later life a 
little better. 

Donald Duck's Playground will run in Colour or Mono 
and uses joystick, keyboard or mouse Many thanks to 
Software Express in Birmingham for supplying the review 
copy. • 



VIP PROFESSIONAL! 



THE POWER OF LOTOS 1-2-3 ON THE ATARI ST 



1ST SOFTWARE 



INTEGRATED 

SPREADSHEET 



GRAPHICS 

WITH 

LOTUS 1-2-3 

COMPATIBILITY 

£199 

;+VAT-£228 85) 



'LOTUS PLUS GEM' 

Probably ihe mosl impressive program to have been rel- 
eased so far for ihe Alari ST range, VIP Professional is an 
axtremely easy to use. integrated spreadsheet, database 
and graphics program which is identical both in features 
and commands la Lotus 1-2-3' B . To give you the best 
program possible on your Atari ST, VIP Professional integ- 
rates the three essential applications of Lotus 1-2-3 r " with 
Ihe smart face of GEM. The same spreadsheet analysis, 
information management and extraordinary business 
graphics are all combined in one easy to learn, afford a bie 
package, What's more, VIP Professional not only has all 
the features of 1-2-3™, you can also type the same comm- 
ands to do the same things. Or, better still, you can use a 
mouse lo make it even simpler! VIP requires only one disk 
drive to operate and also works with a hard disk drive- It is 

-compatible with both monochrome and colour systems. Probably the most surprising 
feature of VIP Professional is not lis total compatibility with Lotus 1-2-3 1- , nor its ease 
of use with the GEM environment, but its price. Lotus 1-2-3™ for the IBM PC AT costs 
£395 (+VAT-£454,25), whereas VIP Professional for the Alan ST range of computers is 
a mere £199 (+VAT-£228.85). Thai's nearly HALF PRICE! 

M SPREADSHEET 

VIP Professional was modelled after the powerful, best selling 

Lotus 1-2-3™ program It has every fealure, every command of 
I that program. In lad. the experienced i-2'3"* user will feel 

right at home using Ihe same keystrokes. Bui this version 

is "nade ever- easier to use by adding 1he user friendly 

fate of GEM, so Ih^ thinner can use it Ftght away. If you 
want trj do your home budgets, financial planning, or sophisticated 
business inventory control or budget modelling, VIP Professional will lit 
the bill. And you can freely uie 1-2-3™ or VIP Professional liles created on 
Other computers in VIP Professional on your Atari ST. And Professional is not 
only flexible, it's powerful too. with a full 6, 192 row by 256 column worksheet lo 
UW Wilh Up lo a massive 4Mb of memory {Note: Lotus 1-2-3™ has only 2.04B rows) 

Jfc DATABASE 

■ g VIP Professional Includes a powerful data manager to arrange, store and analyse 
m your important information. It can be used to store your home or business records 

and do extensive searches, sorts and comparisons. It allows up lo 9192 records, with 
jffl up to 256 fields and queries and 256 search criteria. The database manager can be used 
I in conjunction with the spreads haul commands to add greater power to the database facilities 

including sgrtmg specific ranges of the database, You can also specify how you sort files, from the 
highest value lo the lowest value (or from the lowest lo the highest), or alphabetically (forwards or backwards p. The 
graphics part ol VIP Prolesslonal can be used to show trends m the database or other information With its powerful 
statistical lunctions. it has almosl limitless power 

3 GRAPHICS 
VIP gives shape lo your figures by letting you graph /our data into six different types of graphs, in startling colour or black 
and white. Pie charts, bar graphs, stacked bar graphs, line graphs, scalier graphs, and X/Y graphs. You can graph your 
spreadsheet o- database data Id give instant drdessional presentations Your graphs will change instantly as you change 
the data. When creating a graph you may specify a main heading, a sub heading and a third title at 1he base or Ihe graph. < 
The necessary scales can be defined either by the user or automatically created. In pie graphs, the most impartanl >*^* 
section Dl 1be pie can be separated from the Other sections tq draw attention to its importance. Yol may save graphs 
individually on disk fdr use at a later date. You can also print your graph on any Epson compatible dpt matrix printer 



t YIP Professional has 'Instant Help to you can Tind mere information instantly, 
t VIP calculates la a full 300 d>gi1s agonal Lotus 1 -2-3 n * *h ch only caltu alas x 'OC 

* VIP allows tor £56 Query Fields agamst only 32 aiiovied by Lotus 1-2-3" 

* VIP Has a complete GEM interface, far ease of use. unlike Ihe texl cl Lolas 1 -2-3™. 
I VP al o*5 differem fonts and has an onroff cell gntt Not found in Lotus 1 -f -3™", 

• VIP supports greater rnemory and larger Spreadsheets than LdluS 1-2-3™. 
% VIP graphs and worksheet can be viewed together. Pie charts can be exploded. 

• VIP can Bcoeol any WK5 filtrt from Lotus ' 2-3" without rrwd'fication. 

■ VIP displays a I spreadsheet information in user-sizeao*e GEM windows. 

# VIP can be manipulated using «<ther the Keyboard or the user friendly nvous*. 

■ VIP is Currently available lor the AMIGA. ST and APPLE lie, Me and IIG5. 




VIP PralBnipnal '5 aMBilaOl? Irom A1oa 5t Dealers. ItiroijghDUl Ihe UK M your kKJl Dp j *>r 
WM6 not tun VIP in sIdch. it can fi* rXiKtm»d by mill pr4*f rP&P trw\ trwn: 

SILICA SHOP Lid. 1-4 The Mews, Hatherley Road, 
Sidcup, Kent, DA14 4DX Tel: 01-309 1111 

Al «wp#nsonr, m*ft to L&lu-I 1-2-3" are 10 rtrs^i 1A. EiOE 




OFFICIAL UK VERSION 

The official UK version of VIP Pro 
fe&siunal has a pound {£> sign as a 
stendefd pan of its character set. 
Oilier versions; hav* also be«n imp- 
orted unofficially tram the USA and 
nave a dollar ($} sign instead ot a £ 
sign. These versions will not be supported 
by 1he UK distributors or their dealers t-nsure 
that the V(P you buy is Ihe official UK version 
en unofficial import with incorrect characters 
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To Silica Shop Lid, Depl PSIX 07a/, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DAU 4DX 

Please send me further details of VIP Professional for the ST 

Mr/Mrs/Ms: initiate: Surname: 

Address: 



I am interested in the Atari ST 
I already own an Atari ST 



Postcode: 



□ 

□ 



Utilities 1 



130XE 




The problem with many ramdisk file transfer programs is 
that they are in machine code which makes them very 
inflexible and difficult to modify, especially if you haven't got 
a clue about machine code programming. The accompanying 
program is written for the most part in Basic and will move 
selected riles and programs to ramdisk at power-up. Being 
written in Basic means you will be able to alter it to suit your 
own needs. 

The program should be of use to everyone with a 130XE 
and if you own an 800j the program will still work, but you 
will have to fit extra memory to hold the files. If you own an 
800XL I strongly recommend you read the October 1986 
edition of COMPUTE! magazine, which shows you how to 
.• re ;it i.- a -.mull ramdisk in the hidden memory. 

To use this program, all you need to do is type it in and 
save it to disk. If you wish you can run it automatically by 
using DOS 2.5's SKTUP.COM Hie, to create an 
AUTORUN.SYS file. My advice is to call this program 
RAMOVE,C0M, but you can call it what you wish, just so 
long as you use the same name in your AUTORUN.SYS file. 



Here's si breakdown of the program* with a few 
ideas on how you can modify it for your own use* 



101 0 - This line sei s up l he strings, we are going to use for the machine 
code, and various other bits and pieces required- You can change 
FILBS if you wish here to a smaller number if you want to move files 
of specific size. Say your maximum file size was 4k you could 
dimension it accordingly. If you want to move lots of files you can 
increase the number in NAMES- Simply multiply the number of files 
you want to move by 8. Remember, 6 is the length of a filename less 

I he eMender. hi I .H$ will he reduced 1:1 si/f Li UConiil dually, so 

remember the more files you want to move the smaller they will have 
to be. As it stands FILES will move files up 10 240 sectors long, which 
is the largest I have. Also remember the RAMDISK is only so big, so 
make sure you don't try to move too many files, as the program will 
stop with an error. 

1020 - 1040 -These three lines copy the small machine code program 
into CI OS, which is the most important part of this program, 1 got 
this routine from 'COMPUTE!* many years ago, but I'm afraid I can't 
remember who is responsible for it - probably Bill Wilkinson. 

2020 - 2030 - To move these files, we must know which ones they are, 
so using INS we take this information directly from the directory. If 
INS returns TREE 1 we know we have read all the filenames, so we can 
go on and load any files we have identified. 

2040 - Here we check that the filename we have taken from the 
directory is in fact a file to be moved. 

2050 - 2060 If the test is positive we trim the edges and 

2070 - store the result in NAMES. 



LOADER 




by Rob Anthony 



2080 - Here we make sure that we arc not going to try and pack in too 
many files. If you want io increase the number of files you are going to 
load, remember to increase the value of X accordingly. If we have all 
the filenames we can fit, the program will continue below. 

3020 - Here we close the directory and make sure wc have got some 
files to move, 

3030- 3050- This is where we decide how many times we have to 
perform the load save routines, X is going to be equal to the number 
of files in NAMES. After performing the first load save we increase 
POS by eight, which indicates the position in NAMES of the next 
filename. 

3060 - When all the files have been saved the program has completed 
its job. Here 1 load a menu program, but you can just stop the 
program if you wish, or else add some other junctions. Remember if 
you increase the size of the program, you are going to interfere with 
the size of files you can move, running a menu program keeps your 
Atari smart. If you are going to de% r elop some kind of data processing 
program, then MENU could easily refer 10 the master control 
program * with all its sub programs and or data on Ramdisk. 

4020 - 4040 - Having finished with INS earlier, wc can now use it to 
rcpresem the filename of the program we want to load in to FILES. 
These two lines simply take the filename from NAMES, and trim it 
into a useable filename. We must now empty FILES if we have used it 
before, otherwise wc could end up with one massive tile of all the other 
files wc arc moving. Having done all thau we must tell the machine 
code whether we are going to perform a read or a write operation, 

4050 - Now wc can open the disk file for reading, and show what we 
are moving. 
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EI 1 REM miHa MMWW WWWKlCMXt€KKHK W.WM M W> 
DT 2 REM * BdTOlSK LOADER * 

LB I REM * by * 

A 41 4 REM * ROD AMTHDHY » 

EC 5 REM * " " * 

IZ 6 REM * PAGE & MAGAZINE " ENGLAND * 
EO 7 REM M M KBWHW*KMMJ < H M M HM *M*H»*»W HH HM MM 
NO 7 REM 

UF 16 REM THIS PROGRAM HILL MOVE ANY FILE 
HCETH THE EKTLN&ER " . Dfl" TO RAM&ISK 
TO A MAXIMUM OF 20 FILES 

AZ 20 REM 

LE i**© REH INITIALISATION *** 

IQ lOOS REM! 

H5 MH CI0«C31) jBUFFSCieifi) pIH£f.2a) , 

MflMES libl) ,FILE$ (FBE lO) -253 
CG 1BZB FOR 1-1 TO 3T : RE AO fl JCIOS (I , II =CH 

fl$CA3 : NCR I I 
VO 10SB DATA 104 t lB4 , 104, 10, 10 , 10 , 18, 170, 

169. 7, 157 j &&, 1,1*4,157, 6?, 3, 18*,1S7,6B 

,, 3 , 104 , 157, 73* 3 
SP 1040 DATA 104, 157, 72 , 3 , 32 , 06 , 2 20 , 132 , 2 

12 . 160, 0, 132,^13, »6 
XL leSft REM 

AU 14O0 REM --- ENPS 1NITI ALI5AT IOH === 
JA 2»RR REM *** HMICH FILES *«* 
Ift 2010 REM 

EC 2020 OPEN BlHO,«, ,, Bi«.W";TRAP 5020 
G«i INPUT B1,IN*:IF IMSeS.BJ^-FBCEC" T 

HEN 3020 

HP 2R4R IF INS 111, ±2? <>"00" THEN 2030 

y. li 2ASO mi THSt.!, liu 

HO 290O IF LENtlMfKfl THEN INS (LENtXHSl+i 

|-*' 11 ; GO TO zObO 

OB 2070 NAMES CLEN C NAME Si +13 -IMS 

VM 2068 IF H<2« THEN X=H+L : GOTO 2030 

IV Z09O REM 

Pd ?1BO HEM === ENDS WHICH FILES === 

YJ 3000 BtM *** LOAO^SAWE FILE LOOP *** 

T B .1 (i 1 O RLH 

FLJ SOZO CLDSC BIJIF NAt«* = "" THEN 3060 

HG 3038 PdS-1 ffflA IP-1 TO W 

CO 3040 GO SHU 40ZO : P0S=P05*fl 

RL 3050 HEKT LP 



T.J IflfiO HUN 



'D 1 MENU" : REM G EflpI ! I «■'] M 



I I I I I I I i^i^l^i^i^i^i^i^i^W 

XT 307S REH 

GH 3SBD REH = = = ENDS PROGRAM : 

EB 4nnn REH **» LOAD FILE ROUTINE *** 
IC 4010 REM 

CF 402O INS = "D1 ! " : 1*$ €43 -NAMES CP OS , POS + 7J 
iFILCfs'"' 

GT 403© IF INSILEHIINSJ , LEN CIN*3 > = M " THE 
■ IBS = IN$SJ,,LeMlIN*)-13 :GOTO *H30 

FC 4040 INS CLEM (INS) +13 —" . DO" : CIOS tie, 103 
=CHR3t73 

AK 46SO OPEN ttl , 4 , Q p IMS : * "Loiding IMS 
CU 4 AGO BUFF* C13 ^'tT' = BUFFS 11B1G > r'H" i BUFF 

S <2i =BUFFS t MIS-US R t ADR (tlOSl * A * ARR CBUF 

t-S-1 d LEN CBUFFSJ 1 
DM 4070 ORED = PEEK i4«3+2Sft*PEEK 1411 I BUFFS £ 

BREB1=BUFFS CORED , BRED) I TILES CLEHCFILES 

1 + 13 BUI! S 

LU 400O IF MTS = I3G THEN CLOSE ttl : GOTO b62 

6 ; REM FILE NOH LOADED - SAVE IT! 
FZ 4090 IF MIS=1 THEN 4*66 i REM STILL A 
LITTLE MORE TO GET OFF THE DISK 

to *tee poke 19S, his : goto 5020:rfm SOME- 
THING IS WRONG 

IE 4110 REM 

OY 4120 REM === EBD5 LOAD FILE === 

HH 5000 REM *** ERROR THfiP 

ID 5010 REM 

EH 5020 MIS-PEEK €1953 ! CLOSE ttl 

¥G 5030 » "ERROR "J MIS;" HA5 OCCURRED -" ! 

f "PROCESS A6 AND 0 N E D 1 1 : POP I STOP 

IH 5040 REH 

KH 5050 REH --- ENDS ERROR TRAP === 

HK GOOO REH **« SAVE FILE RDllTIME ***** 

IE 5010 REH 

MZ 6020 CIOS CIO, 101 =CHRS €111 :IHi 12.2) ="B" 

SA bfl 36 OPEN SI , S , O * IMS 

00 0B4O OUT-USR CADRtCTOSj ,1, ADR4EILES? ,1 F 

KCFILES3 3 

Dl> 60SO CLOSE ttl : RETURN 

IT 6000 REM 

JN 607O REM "7 FND«i I I5T1NG = = = 4 



4060 - Because wc are going to use a huffer-to store parts of the file* we 
must fill it up with inverse comma's. We can [hen ea]l up the machine 
code and load in the first part of the file. The figure 1 in the arguments 
refer to the channel we arc using, if ynu warn to use this machine 
code for some other purpose - say loading and saving data frnm a 
database - remember to set (his argument accordingly. 

4070 - Now we musi find out how much data we have read, and this 
information is stored in locations 40 and 41. Having done this we can 
trim the length of the buffer accordingly and tag it on to the end of the 
file. 

4080-4090 - If MIS equals 136 then we have read all the files, so we 
can go off and store it on the ramdi&k. If it returns I then we srill have 
some of the files to pull off the diskj so wc go back to line 4060 and ger 
a little more, 

J100 - If there arc any problems, then MIS will return an error 
number - so we can POKE that into the error number location, 195, 
and trap to the error routines. 

5020 - 50*0 - Here we have the error trap routine, which is fairly self 
explanatory, 

6020 - Hcfore saving the file to ramdisk wc must inform the machine 
code we arc going to perform a write operation. Then we change INS 
from drive I to drive 8. If you have changed the ramdisk drive number 
by altering your DOS, remember to change this number accordingly 
6030 - Now open the ramdisk file for a write operation. 

6O40 - Using the machine code we now write the file to Ramdisk 

6050 - Now we can close the file, and go and look for some more. 



ARE YOU MISSING OUT? 
MONITOR MAGAZINE 



IS JUST WHAT S^g^ 

YOU NEED! *®m * I P»IP 




*2S# fry*— 




Filled from cover 
cover witli: 

m Galvanising 
Games 

■ Tantalising 
Tutorials 

m Mind-boggling 
Machine Code 

■ Lotsa Listings 
m Topical Tips 
m Realistic Reviews 
m 16-Bit and 8-Bit Coverage 

Send a cheque/PC for £4-00, mad© payable to the 'U.K. 
Atari Computer Owners Club' , for your lour issues subscription 
now. Or send £1 -30p (which includes P&P) lor a sample copy, to 
see what the magazine offers. 

Don t delay do it today!! 



6070 -Phew! 



THE U.K. ATARI COMPUTER OWNERS CLUB 
P.O. Box 3. Ravteigh, Essex, SS6 SLR 

independent User Group 
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THB B8SKHP 
MAWGSMKNT SYSTEM 
EELOSflfflY RR THE 
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2??r5!i?r* PPweriy, reatures oi computers like Ihe ATARI ST or Uie COM- 
muolhl -f, k.,A is their ability 10 run commercial software and have a range 
or utilities in memory at tr>e same time (better known as DESKTOP UTILITIES* 
With ttte OS CanlfQ Her Card instated into your ATARI 00QNL/130XE VOu too 
can have (his powerful 1ea1u*e and more 

DESKTOP MANAGEMENT SOFTWARE INCLUDED 
WITH THE O-S. CONTROLLER CARD 

THB SNQ SNAPSHOT PRINTER PUMPER | W r [r > shade seltttorl - name one 
Dther B-fru ar HHsM computer for lhal matter, that will allow you to dump what- 
ever s on screen tg your printer . all 1hOSe great game screens pnn(oUS or 
ihose masterpieces from your ad packages or screens from application sol- 

T«M«l a ' ' he C ° uch 01 a But1c,n with a P rirtt -ou! that maiches a photocopy* m 
PBOOHAM DUMPER -when your Happy s unhappy, your Archive r won i 
archive or your Freezer wont freeze then there a only one answer "The 
Dumper The only effective way to upgrade you' cassenes to disk or make dig* 
10 df5k backups 

THE CS. BOOT MENU ls ng mulUOaol menus, Ted up having 1a reboot Ihe 
compote* to reenter the menu to load up your software. 1h«fl doing it all Over 
again' 11 the answer .* VES then the O S. BOOT MENU is lor you jus! a press at 
! ? A lL L r. ^IZO? y ° u 3 ra P'^e^d with a memory resident menu .nsianily. 
I/O ANALYSER - a unique and very powerful disk debugging tool 
O,*. PARAMETER CUSTOM ISlNQ - have you ever wished you could alter 
the 0 S. default setlmgT With this leature you can alter the master character set 
SWlfch on or Off ihe noisy |:Q IthaTs the terrible sound you hear when loading or 
saving a disk or cassette etcl, ihe key dick, mverse Hash, or have a high speed 
cursor i makes editing m your word-processors or graphics programs so much 
easier j alter ihe primary colour defaults and lack them 

4OO/*00 OPERATING SYSTEM SAVtH - this lool will allow you to save the 
O S 1rom she 4QQ/,900 Atari Computers to create true emulators or ;raisif cus- 
tomised ROMS such as OMNIMON to disk grm then 
computer 



run on your XL/XE 



OTHER DESKTOP MANAGEMENT UTILITIES 
DISKS AVAILABLE 

1029 SNAPSHOT PRINTER DUMPER VER.I - get Ihe most out ol your 1029 

S in I a r :o the h \^ Q s laps h o\ w r.h a shade $e erta ■ VER. K NOW AVAILABLE, 
AUTO-MENU EMULATOR - a trans Jaior wi|h a built-in boot menu lhal can be 
accessed by pressing system reset . 

THE SHO PROFESSIONAL-PRINT SERIES 

SHQ PRINT LINK GRAPHICS CONVERTER gives your graphics packages 
like Typesetter iXLENT SOFTWARE > photocopy quality printouts When Celled 
against leading graphics packages for ihe ATAHI ST the ATARI fl-BIT won' 
hands down 11 " So before you rush out and buy a laser printer just check us out 
1irs1 you wor t &e d sappomted |ust look at Dur art title 
SHQ PRJHT LINK TEXT CONVERTER SHQ PRINT 
LINK NLO ENHANCER... 

These utMHies allow you to get the m 0 s1 from your printers text modes give 
your NLQ mode a more professional Da-Sy wheel e«ec1 Hnish or if you have a 
printer with no NLQ then use the text converter or simply use these to Get more 
Dul of your ribbons 

Please note that your printer must be able to handle reverse Ime 'eeds ro 
use Ihe above two util'ty disks 



U.K. MAIL ORDER PRICE LIST 

OS CONTROLLER CARD ANO SOFTWARE FOR THE aQOXL 
O S CONTROLLER CARD AND SOFTWARE FOR THE 130XE 
OPTIONAL O S SWITCH PACK 

RETURN P4P + INS IF INSTALLED THROUGH Computerho^se 
PLEASE MAKE CHEQUES,' POSTAL ORDFRS PAYABLF TO 



C69 95 

£70.96 



ComputarfiOM** 



TEL 01 731 1 276 



ADDRESS: 14 Homily Court, L*ndrlri g « ftoad, 
Flriham, London SW6 4LL 





I 
I 



• All the Atari 8-bit news 
§ Up-to-date reviews 
I Exciting features 
I Your letters answered 

And that's not all. In the action- 
packed July issue of Atari User 
you'll also find: 



Give your Atari the power of speech using Len 
Gelding's Gadgets article. 

Explore the myslerious city in Alternate Reality with 
our full- colour adventure map 

• Generate hard copies of your favourite pictures - our 
utility produces perfect dumps on your 1029 printer, 

Exploit the Atari's powerful graphics and sound 
facilities to the full - an exciting new series. Special FX 
starts this month. 

• View more of our readers' superb colour pictures on 
the popular Palette page 

Save the ducks from the impending hurricane in 
Duckdash, this month's type-in listing 

On safe at your newsagent on July J, 
or why not make sure you get every 
issue hot from the presses 
by completing and 
returning the 
coupon below 



Please send me the next 12 
issues of Atari User lor £12 

Acces&VrVI ssterc ha rge/E u r ocard^Bar d a yea r d/V i sa 

card Nu rrm mm 




Expiry date 



n 



Cheque/PO made payable id Alan ST User 
Name. 



Signed, 



Address 



Post to: Atari Ua*r, 
Europe House, 68 Chester Road, Hajel Grpve r 
Stockport S K 7 SNV. 
Prions of tiers 0*1 -WO 0171 Don't forwt to inctud, 

Telecom Go<6. «.ilbo< No 72 MAGO01 roue Cmtit ear ^ numoff 

Preste> K«y *99 Mftilbai No €145G£333 *n<f futt addrnu 
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MOST 
HEART 
MATHS 



by Peter Ohlmeyer 



Teach your children or accept a challenge with this 
multi-level maths program 




Since I have never been too impressed with the few 
mathematical games for children that I had seen for the Atari I 
had been planning such a game for some time but it was not 
until the recent birthday of [he eight year old daughter of one 
of my friends that I made up my mind how to develop what I 
felt to be the right combination of learning mathematics and 
having a little gaming fun. MOST -HEART 
MATHEMATICS is the result of my efforts. 1 cannot judge 
myself whether I have programmed something that meets the 
demand expressed above, however, the children that have 
played it so far were quite pleased with it and went on playing 
it again and again. 

You might be intrigued by the title of the program and I 
don't blame you! This is because the title and all the prompts 
of the game were originally written in German and nothing 
else came to my mind as an English version of the title than 
'Most-heart mathematics 4 , because I wanted to save time and 
the title had to fit into the space provided for the German 
version, I don't even know whether the title is English or 
whether it is nonsense! 

Anyway, type it in and play it and you will find out that it 
has quite a lot to do with mathematics and even more to do 
with hearts which, because it is written for children, play a 
very important role. 

WHAT DOES THE PROGRAM DO? 

Firstly, you have the choice between addition, 
subtraction, multiplication, and division. Secondly, you are 
asked to decide at which level - ranging from easy to extra in 
three variations - that you would like to your children's 
arithmetic skills to be improved. 

According to your choices you are presented w r ith three 
sets of six arithmetical problems, The answers are typed in on 



the keyboard but will not appear on screen until RETURN is 
pressed. It is important here Co watch the keyboard carefully 
to make sure you have typed the answer you intended. When 
all six answers have been entered they are checked and w rong 
or right answers are marked accordingly, l or every right 
answer, the ATARI displays - what else? - a nice heart 
Wrong answers are indicated differently. If there are any 
incorrect results you are asked whether you would like to see 
the correct answers before proceeding. 

Once all eighteen problems have been solved your total 
score is displayed. If you have reached a certain percentage of 
the total score possible, you hai e the choice between either 
going back to the next set of arithmetical problems or playing a 
little reward game instead. 

That's all there is to it. The program was originally 
written without the time having an influence upon the scoring 
but I found that this feature makes the program interesting 
even for adults who mainly over-estimate their arithmetical 
skills. Every body is so used to using their 
'Texas-Instruments ' when calculating 4 x 10 and assumes that 
the answer really is 

Try Most Heart Mathematics yourself and play some 
rounds against an adult or even against your children and very 
soon you will be under time pressure and will make mistakes 
typing in the results that will reduce your scores considerably. 
The best choice for adults to start with is DIVISION at level 
3:EXTRA. Have fun! 

In conclusion 1 should point out that as the program was 
written for children there are many sounds in it that may not 
attract adults. I am sure that you will easily rind out which 
GOSUB's you have to omit in order not to be disturbed by 
foolish sounds when solving some of the easy or the 'hearty 4 
arithmetical problems. 

Listing overleaf 
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HO i REM MMM H MMMMK MI CMK H HWM U KMlf H H MMM H WMM 

OU 2 REM * PETER OHLHEVFB * 

FC 3 REM * MOST-HEART Mb THEMATIC 5- ! # 
AR 4 REM * AMMAN - JORDAN » 

5R 5 REM » * 

IE 6 REM * PAGE 6 MAGAZINE - ENGLAND * 
HU 7 REM KXH H MM M W MM W Wlf HH WM WM KMMM MMI HX t C MI C 
NH 8 REM 

MT 10 REM > LINES 179 290 ARE PARTLY 

ALTERATIONS OF A LISTING BY 
d . PERSIDSKY, ANTIC MAGAZINE 

15 11 REM > ruOL.Z-H0»7 - OCT- 1*03 

DC IX REM 

UZ 20 DIM RASC163 ,RH$ CI) , DS(163 , ANTS (4) ,0 
PS CD , LOB* CIS) j TITS CIS] f ft! (IB) , Zl CIO) , 
Z2C10) , PltiB] ,P2 CIS) j FX C1B3 

HC 38 GRAPHICS 1 : POKE 559 , 0 ! POKE 706,118; 
POKE 7i0 r l;P0KE 70S, 214 : POKE 712,1 

IG 4fl GOTO ZOO0 

MP 4? REM *** THE REWARD *** 
KO SB POKE 70S, 70i POSITION 3,2: ? H6;«' th# 
reward * " :POsition 7,5s? «6; "peters- 

GM GO POSITION 5, 11:? »6 ♦ ■■ : PO 

SITION 4,13:? t|B j "REHARDSNAKE ! '* : GOSUB 
S78 

LN 78 ST0T=0JSE = 0:POKE 82 f O J ? OMRS (12 5) I G 
RAPHICS IS: POKE 559,0: POKE 718,192:P0K 
E 752, 1 SPOKE 764,255 

SN SO ? ;? "*ffHfftWttffftmt*tfffftff 

MU SO ? " 

do ieo ? :? " l. 

AROUND ALL 

OVSTICK*" 
LO 110 ? :» 11 2. 
HE BETTER' 
CORE 

KI 120 ? i? " 3. 

HE SHAKE 
CALCULATION M" 
UO 13S ? i? " 4. 

AFTER EACH 
JM 140 ? :? " s. 

nd - HUSH-* 

NG 15B ? "*«**#•¥****< 

*M*1M>»1MMf ' : POKE BBS , 3 4 

KV 160 IF PEEK(5327S3 <>6 THEN 160 

OK 170 ? CHRS (125) ; POKE 7S2,l:R*=l 

TS ISO S -PEEK (S S3 + 25 6*PE EK (69) 

Z5 198 POKE 710 , 19? i Art- SM6fJ 

VH 20S 5T=STICK CO) :? 

DM 218 POKE Afi,64: AA=AA-l*C5T=il)+l»(ST=7 
3 

MU 220 R=S+B6B+IHT C48WRN0C13) iPOKE « , 72 : P 

OKE fl+1,74 

GI 230 SP=SP+1;IF SP>25 THEN SP=1 : 5D=SD+1 
:? 5DK18-SOUHD 8, ZO, 18, 15; SOUND 8,0,8, 
0 

OP 248 TF ^D>B THEM POKE R+£tf,tiO 

EY 250 IF SD>1Z THEN POKE Rt? l B4 

IT 268 IF SD>16 THEN FOR H=S+6B0 TO 5+?13 

: POKE H, 64: NEKT Hi GOTO 310 

01 270 IF PEEK CAA+403 <>0 THEN 3S8 

UY 288 POKE AA+40,8 

Z« 290 FOR M=8 TO (3-RN3*10: NtXT Hi GOTO 2 

PJ 398 GOSUB 950 : 5E=5D*18*RN ; ? 11 Y 
OU SCORED ";SEj M POINTS! 

ONE MORE ROUND - (YSHB ?" ! GOTO 320 
KB 310 GOSUB 900 f SE~SD*10*RH I f ■■ THIS 
IS THE mj^M M ;5EJ" POINTS! 
ORE MORE ROUND - CY/N3?" 
KH 320 IF PEEK C7643 <>43 AND PEEK C7643 <>35 
THEN 3?fl 

DH 330 IF PEEK C7S43 =35 THEN ST0T=STOT+ 5E : 

SP-l:GOTO 368 
SL 340 POKE 764,255 :ftN=RN+l:STOT=STOT+SE: 

IF RN>3 THEN 368 
KM 350 SP = 8 ! SD = 0 i ? CHRS (125) : GOTO ISO 
OA 360 ? CHRS (125) ; ? :FOR W=l TO 3:? 

! NEKT M : IF 5P=1 THEN SP=B: GOTO 388 
MM 370 T If « VOIJ DID ALREADY ® ROUN 



YOU MUST MOVE THE SNAKE 
OBSTACLES USING THE J 

THE FURTHER YOU COME, T 
THE MORE POINTS YOU S 

AFTER THREE LAPS WITH T 
YOU HAVE TO RETURH TO 

THE SNAKE MOVES FASTER 

LAP YOU * VE FINISHED I" 
AND NOH HAVE MUCH FUN A 



D5 1 ■ ■* 

PP 3B0 7 » YOUR TOTAL SCORE IS ";5T0TJ 

" POINTS" 

PA 3?0 t :? ! 7 : FOR M=l TO 3:? "ffVmtfV 

ff«ttffmMfftffVffff«ffmv«r* : neht 

H:FOR M-l TO 488 : NEKT W:GOTO 1500 
FA 399 REM •«*» MAIN LOOP «** 
KY 488 DP-1 ; SC=0 :RD-1;ERG=8 

TG 418 F1~INT (RND (0)»Z1 (NR) 4-1) |F2=IKT (RND 

(03*Z2(NR3 +1) 
VC 428 IF NR>9 THEN FD~FI*F2 : F3 CDP) "FD/F2 

EF1=FD: OPS=CHRS(2e+l283 !GOTO 470 
UK 438 IF NR>3 AND NR<7 THEN IF F2>F1 THE 

N 410 

TM 440 IF RHS="A" THEN F 3 CDP3 =F1 +F2 : OPt=C 

HR5 (114-1203 IGOTO 478 
ZT 450 IF RMS="B" THEN F3 (DP3 ~FI~F2 : DP$ = C 

HRS C13+1263 : GOTO 478 
GE 460 IF RHS="C" THEN F3 CDP) =F1»F 2 i OPS =C 

MRS (6+120) 

VJ 470 IF DP>9 THEN POSITION P1(DP)~4,P2( 
DP)-i j? ST6 ; CHRS C145) j CHRS C144+CDP-10)) 
IGOTO 50O 

KD 4Q0 IF DP>9 THEN 500 

KN 490 POSITION PI (DP) — 4,P2CDPJ ~1 : ? S6;CH 
RS C144+DP) 

UK 500 POSITION PI (OP) — LEN (STRS CF 13 ) + 1 # P2 

CDP) I? B6; Fl 
HR 510 POSITION PI CDP) -LEH (STRS CF2) 3 , P2 CD 

P)+l!7 H6; 0PS;F2 
SO 520 POSITION P 1 CDP3 - I , P? f DP 3 + 3 : ? tt6;" 

?" : GOSUB 900 i POKE 764,255 
AO 538 ? :? " TYPE IN VOUR RESULT AND — 



RETURN 



■■ 

DD 540 OPEN t*4 , 12 , 6 > "K : " 

HC ST>8 INPUT 04 ; ANTS : CLOSE B4 

MV 560 TRAP 540 : RI CDP) = U At C ANT S 3 

MO 570 POSITION PI (DP3 —LEN (STRS CRI (DP) 3)* 

l,P2[OPJ+3!? «b; ANTS: FOR U= 1 TO 100 3 NE 

XT M 

DU 5BO IF RD-6 THEN GOSUB 1600 :? " 

NOM LET'S CHECK IT ALL!": FOR M"i TO 
100: NEKT M:GOTO 600 
OZ 598 RD-RD+l : DP-DP+1 : GOTO 410 
I % 600 FOR K - DP 5 TO DP 

CF 610 IF F3(H3=RICX) THEN ERG=ERG+1 : GOTO 
630 

EG 628 POSITION X, IB : ? B6 } CHRS £4) ! POSI TIO 
H PI (H3 ~4j P2 (K3 +3 : ? f*6;"W" i GOSUD ?5« : G 
OTO 640 

ML 630 SC-SC+1S: POSITION X, IB : ? ttBjCKRSCl 
31)iP0SITI0H P1CH3 -4,P2(K3 +3:7 B6;"H": 
GOSUB 910 

FR 640 FOR M=l TO 30 J NEKT H ; NEKT HeIF ERG 

<© THEN GOSUD 1780 
TJ 645 ? f? " SHALL ME CONTINUE - HE 

fiH f i* 

CF 650 IF PEEK(5327S) <>6 THEN G58 
AL 668 IF DP-18 THEN ? :? » 

<> iPE=XHT((SC/lB0)wiOS) : GOTO 700 
MK 676 HD=1 :DP=DP+l;ERG-8 : GOTO 1400 
SC 6SS REM «w CALCULATION RESULTS **« 
OF 700 POKE 788, 70 : fSC-SCWDIF : POSITION 1, 
I If no; 11 ?M#re you good? " s POSITION e 
,4:? P6;"mnmi H ii N i i i r ii r i iMH ii irm i uti" 

ND 710 FOR Mi=5 TO 16: POSITION 0,H:7 B6;"n 

St" : NEKT Mi POSITION S 
,71? »6j "sou" j POSITION S,S 
EI 720 ? 36; "got": position 5, Hi? H6;fsc; 
" paints": POSITION 4,13:? »6 ; »■ C"; PZ;" 
psrc ent) " 
KH 730 IF SC>168 THEN LOBS=" 

"IGOTO 790 
IR 740 IF S014B THEN L06S — " 

"IGOTO 790 
KN 758 IF SO 120 THEN LOBS=" 

ki :GOTO 790 
GG 760 IF SO10B THEN L Q 0 5 " 

" : GOTO 7S0 
OE 770 IF 5000 THEN LOBS = " 
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";tOTO 798 
GM 78© LOB$=" 
1IH 79B FOR M-l TO SiPOSITIOH 1,18s? H6)L0 

B$: FOR HH=1 TO SO: SOUHO O , S*HH, 10 , 10 : M 

F XT HUlPOKF 711 I 12*16*H 
CO 000 HEHT M; POKE 71 1 , 21 4 ? SOUHD B P 8,0,B: 

TIT*=" "!IF 

THEN POKE 764 j 255: GOT Q 848 
5E 818 ? IT " ONCE AGAIH ? - fV^M 

it 11 

G5 020 IF PEEK (7641 <>43 AND PECK 17643 <> 35 
THEH BZB 

OP 825 IF PEEK £7643 =35 THEN ftU5=l:GOTD 15 
M 

TH 838 COSUB 878 : POKE 788 , 214 : POKE 709 ,11 

8 : POKE 711, 70: GOTO 1130 

HE 040 ? J? '■ DO VOU HA NT A REWARD - fY 

HG 850 IF PEEK £764} <> 43 AND PEEK (7643 <> 35 
THEN 050 

KL 868 IF PEEKC754J=43 THEN G0SU6 B7BICOT 
O 50 

YR 865 GOSUB 878 : GOTO 1130 

HU 070 POSITION 1,1! ? tt6 ; TIT* : POSITION 1, 

2!? «6;TIT5 
MY 888 POSITION 9,7:? tt6 ; » " IP05ITI0N 1, 

Is? 1*6 1 TIT*: POSITION 1,17s? «6;TIT$:PD 

SITION 1,18;? tt&j TITS 
02 8*0 ? If " 

" : DP-0 : RETURN 
LC B99 REM **# ADD SOME SOUND ***** 
(IF 988 FOB T 014 — 1 TO 25: SOUND ft, i^TOM, IB , 
18 : SOUND lj B*TON, 10, 10 ! NEKT TON i SO HMD 

0,0, 8,e : sound i,e,e.a : return 

KJ 918 RESTORE 948 

MO 920 READ 8 ! IF B-256 THEM SOUND 8,0,8,8 
: RETURN 

JO 930 SOUND 0,0, 10,10 s FOR H=l TO 10 I HEHT 
HiGOTO 928 

9-48 DATA 53,64,68,53,64,81,258 
MM 950 FOR TOH=IS TO 0 STEP -1: SOUND B,5, 

8, TON : FDR H=l TO I : NEKT M: NEXT TON 
Rfl 968 SOUND 0 , 0 , 0 , O ! RETURN 

HO 978 FOR H = 508 TO 1 STEP — 2 ; SOUND 6, MX? 
,18, 10 S SOUND 1,14, 14, 14: POKE 78B,H/2:Nt 
NT M: SOUND 0*0, 0,0; SOUND 1,0,8,0 

HH SOB POKE 706, 118: RETURN 

DP 999 REM «*« TITEL *** 

DM 1888 FOR W=8 TO 19: POSITION H, 8 S ? tt6j" 
H"! POSITION 14,4!? t!6 ;-*«*■: POSITION H, 19 
:? B6 ;■'»■■: POSITION 6,M:? tt€ ; li W 
OH 1010 POSITION 19, H:? 95 j "W' : NEMT H 
ID 1020 IE SR-1 THEN 5R = 8 1 RETURN 
KZ 1030 POSITION 7,8:? «6 i "BBttmtfl" : FOR M— 



5 TO 14: POSITION 14,11:? H6JCHRSC33 ! NEK 
T H 

OS 1040 POSITION 4,13:? »5 J "060808000888" 

;POKE 559,34 
JE 1050 DIM HAH3 £26) iNAMS-" 

HH 1868 FOR H-l TO 15: POSITION 3,2:7 S6jH 
AM$£H,H+13 3 $ SOUHD 0,250 - H*l 4,18, 14! SOU 
HO l,M*14,18,12iF0R Hl-1 TO 15 : HE NT Ml 

VP 1878 HEMT H r SOUND O , 8 , 8 , 8 : SOUHD 1,8,8, 
Of FOR W=l TO 58 : NEKT M 

TC 1000 POSITION 7,8:? ^J'tlSHB" : FOR M- 
1 TO 56JNEKT m 

SH 1090 TITS="MOSt-heartM" , :FOR H-l TO 10; 
POSITIOH 5,11!? H6 ; TIT* II , Ml : TON = 2« : GO 
SUB 112 8 ■ HE MT HlFOH HH =1 TO 58 J NEMT HH 

TF 1100 TITS-' TTrHJlJLMJtE f " : FOR H-l TO 12 
: POSITION 4,13!? **6 : TIT* CI, Ml J TON=30 : G 
OSUB 1120: RENT H 

ZV 1110 GOSUB 970 : GOTO 1130 

FU 1128 SOUHD 8, TON, 12,14: FOR TT=1 TO 10: 

NEMT T T 1 SOUND 8 , 8 , 8 , 8 I RETURN 
UK 1129 REH WtHt MHICH ONE **» 

DR 1138 POKE 788, 214: POSITION 3,2:? tt6;"p 

leisf chodft • "^POSITION 6,0:? 06;" 

11 ! POSITION 9,7!? «6£" " 
IM 1140 POSITIOH #,9:? »6 i "E3= + + +* + + * + + " 
: POSITIOH 4,11:? ft&j"t3= "!PO 




■: 

■■:Pos 



PUSH 



SITIOH 3,13:? t»6;" g MUX^U ■■ 
ME HS8 POSITIOH 4,15:? SB ; "H= : t \ : : ! " : pok 

E 789, 119 : FOR M=l TO 188: HEMT M 
RR 1160 TIT*= 4, addit iorv ":FOR M=l TO SiPOS 

ITIOH 6,9!? H6;TIT$Cl,M3 : T DH=SO ! GOSUB 

1288:HEHT H 
oh 1178 TITS -"subtract" t FOR h=i to b:posi 

TION 6,11!? «6 ; TIT* tl, H3 :T0K=68 : GOSUB 

1288: KENT M 
SE 1188 TIT*="MUl tiply "J FOR H=l TO 9: POS 

ITION 6,13:? 06 % TIT* CI, H3 :T0H=78: GOSUB 
1288: NEKT H 
UE 1196 TIT* = ,, di V ide" J FOR M=l TO 6 : POSITI 

OH 6,15i? ft&j TIT* CI, m : TON=BB : GOSUB 12 

00 : NEKT H! GOTO 1218 
AU 1200 SOUND 0 , TON , 10 , 18 : FOR TT=1 TO 10: 

NEKT TT: SOUHD O , 8 , 8 , 8 : RETURN 
MD 1710 POKE 764,255 :POKt /S7,l:'> :? '" 

PLEASE PUSH ONE IN'*iiail f " 
OZ 1220 IF PEEK £7643=63 THEH RH*-" A" : RA$ = 

'^-addition ":RF=B:ZD=OrG0T0 1300 
OF 1230 IF PEEKt/fr4)-n THFH BHS = "B" : Rfi5 = 

"Q-subEtract" : RF=3 : ZD =6 : GOTO 1300 
SI 1240 IF PEEK (7643=18 THEH RM$ = ,, C ,i i RA$ = 

■■0-MU1 1 iply 11 : RF - 6 ; ZD-8 S GBT O 1388 
HH 12S0 IF PEEK £7643 -58 THEH RWS-"D":Rft$= 

E d i vide >k :RF-9:ZD=l:G0TO 1388 
JD 1268 IF PEEK (764 3 <>63 AND PEEK £7641 <>1 

8 AND PEEK £7641 <>21 AND PEEK C764) O 58 

THEH 1228 
PL 1278 GOTO 1220 

KA 1299 REN **» DIFFICULTY «*Ht 
EZ 13B8 POSITION 3,2;? «6;" difficulty 

»r POSITIOH 4,8:? »6 ; RA* : POSITION 3,9: 

? tt& ; " * 

HO 1310 POSITION 4,11s? UGs" 1 

POSITION 4,13:? N»J" 2 

ITION 4,15:? »&;" 3 
KO 1328 POKE 764,255;? J? " 

one 

pl 1338 if peek £764) =31 then dif = l:d*=^ 1 

H^l " I GOTO 1388 

OP 1148 IF PEEK £7643 -38 THEH DIF = 2:D* = " 

I^BBE "sGOTO 1388 

BO 1358 IF PEEK £7643 =26 THEH DIF=3 :©*=" 

■J?ll*» "IGOTO 1398 

HO 1360 IF PEEK f 7643 <>31 AND PEEK C764) <>3 

8 AND PEEK C7643 026 THFH 1338 
DM 1370 GOTO 1338 
HG 1388 NR=RF+DIF ! LIH=4*DIF 
DT 1198 ? i? " 

":FOR H=l TO 180: NEKT M 
KH 1399 REH *«» PLAVFIELD «*« 

PP 1488 POKE 788,8: POSITION 4+70,1 :? M6 ; C 

HR*C145» J CHR 5 CI 523 ; CHR5 £13 4 J 
KY 1418 IF R«* = "D-* THEN POSITION 0,1:? H6 

IRA* (4, 111 : POSITION 3,2:? «6; D$ : GOTO 1 

438 

HI 1420 POSITION 7,1:? SB ; RA$ (I , 111 : POSIT 

ION 3,2:? 116; D* 
GU 1438 FBR H=l TO 18: POSITION H, 3 : ? N6 ; » 

S 41 ! NEKT U!F8R H=4 TO 9 : POSITION 8,U;? 

tt& : '*izy,y,x Y.v.xtY.Yjy.Y. r.r.nr. y.y. y.y.y." : HEMT u 

HI 1440 FOR H-l TO IB : POSITION H, 10:? ttftj 
"it" : HEMT M 

SF 1458 FOR «=1I TO 16iP0SITI0H B,H:? »6 ; 

"Y m Y r r.y.XKt^.r r y T KY.r.uy.r.r.Y.r.r. ,a : heht h 

ES 146B FOR M=l TO IB: POSITIOH H, 17 : ? H6 ; 

**W : HEKT MSPOKE 16, O : POKE 19, O 
ZG 1470 FOR H=5 TO 1 4 : POSITIOH M, 19:7 »6 ; 

CHR5C1331 :HEHT H 
HL 1480 IF DP>1 THEH 418 
PI 1490 GOTO 488 

KD 1499 REM *** FINAL RESULT »** 

SJ 1588 ? »N":POKE 02, 2:P0KE 752, 1 : GR A PHI 

CS 1 :POKE 718, It POKE 789,214:POKE 756, 

A: POKE 764,255 
FF 1510 SR=l:GOSU0 1008 : POKE 752 , 1 : POSITI 

ON 4 # 2l? «6 : ^ fJTtmRNHJIIHJ ^'l POSITIOH 4, 

9:? tthi"^th's; » 

continued on page 63 
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Contact 



] 



HELP WANTED 



HELP!: Can you convert the Coldump 
option on PAGE b\ Mandlebrot Sei disk 
DS#4 io work on my 1029} Please! Thanks 
and a token offered. J.D. Collins, 92, Grove 
Hill, London, E18 2HZ. Tel. 01 989 1277 



PEN PALS 



PEN PALS WANTED: Anywhere in the 
world to swap hints, tips etc. AH letters will 
be answered. 1 have an Atari 800XL, 410 
recorder and 1050 disk drive. Please write to 
Vic Terry j 1 16, Dunlop Point, West 
Silvertown, London, El 6 2AJ 

FROM HOLLAND: I would like to get in 
touch With users all over the world. I have 
an 800XL and a 1050 disk drive. Please 
write to Asing Ku, Arnhcm&eweg 9, 381 1 
NN Amersfoon, Holland 

FROM PORTUGAL: To all proud owners 
of the best 8-bit computer ever made! I am a 
Portuguese owner who would like to contact 
other users and exchange information on the 
Atari. I own an 800XL, 1050 disk drive and 
1010 recorder. You can write to Antonio 
Jose Mendes Dos Santos, K"n 41, Lauradio. 
2830 Barretro* Portugal 

HELP!; I am a heavy metal Atari joystick 
f reak and adventure maniac. Please write to 
me. Disk or cassette. Write to John O'Neill, 
23, Mounuin View Park, Rathfarnham, 
Dublin 14, Ireland. 

PEN PALS WANTED: 1 have a 520STM 
and a 130XE with a disk drive. Please write. 
All letter* answered. J. P. Marshall, 88, 
Southchurch Court, Clifton Estate, 
Nottingham, NG II 8HS 

OUTER SPACE?; I am scouring the 
Milky Way galaxy to swap hints, tips and 
other such matters. Only Earth dudes will 
receive a reply, no E.T/s, Mr P.J. Coulson, 
207 Harrowby Lane, Grantham, Lines. 
NG31 9HG, U K. EARTH 



FOR SALE 



, 



850 INTERFACE: In mint condition £15 
o.n.o. Modular Technology 5021 modem, 
300 baud full duplex, upgraded to 1200 
baud full duplex a* well (switchable) £200 
o.n.o. Telephone Paul on 0602 817919, 
evenings 

MAGAZINES: lots of Atari magazines for 
sale including early issues. PAGE ft, 
Monitor, Atari User. Please phone with 
offer. Will sell separate] v. John Parkinson 
Tel. 01 397 4406 

800 SYSTEM: Atari 800 (48k), BASIC 
cartridge and manuals (all as new} £45. 
Atari Assembler Editor cart, and manual 
£15, U.S. Rev. B OS card for 800 (not 
suitable for cassette users;; £5. Derrvck 
Crokcr 0923 673719 (Watford) 



FOR SALE; Crofton B&W TV camera 
£75. Fastchip ROM for the 400 800 £12 
Speech Synth lor 6502 micros £29. Original 
cassette adventure game* £3,50 each. Tel. 
R W, Hcarn on 0502 66026 

WS4000 MODEM: Miracle Technology 
WS4000 Modem. Brand new, still in box, 
never opened. My wife bought me urn.- lor 
my birthday, little did she know there was 
already one on its way!] £150. Please contact 
Pau] Weakley, Tel. 0934 414228 (8,30- 
5.30) or 0934 518400 (after 6.00 p.m.) 

1029 PRINTER: Almost as new. I am also 
searching for Pen Pals for the 8 bitters. 
Please write to me. Yves Talboom, 
Lindenstraat 19, 2650 Boom, Belgium 

ANALOG MAGAZINE: Mint condition 
and bound. Editions 1 1, 12, 14, 15, 16, 17, 
L8, 20 to 46 Inclusive (33 issues) plus 
ANALOG Compendium covering the best 
from issues 1 to 10. Original cost over £100. 
First offer of £50 secures (buyer collects). 
F.J. Wolski. Tel. 0245 441258 (Chelmsford, 
Essex) 

COMPLETE SYSTEM: Atari 800 48k 
computer, 1050 disk drive, 1027 printer, 410 
recorder (original manuals boxes), 2 
joysticks, Visicalc, AtariWriter and much 
other software. PAGE 6, Monitor, Atari 
User, YOUR COMPUTER and other 
boofcl, dust covers - £250 the lot or will split. 
Buyer collects. Tel. Peter Ingle, (Hastings) 
0424 720321 

SF354 DISK DRIVE: Almost new, £85, 
810 disk drive £90. Ultimon and 80 column 
chips for XE, £65. All back issues of 
Analog Antic, oilers. Tel. Ewen Bruce on 
031 557 3311 

SYSTEM FOR SALE: 800XL, 1050 disk 
drive and 410 recorder, all boxed and 
complete with XMM801 printer, all with 
manuals. Touch Tablet, Trakball, 2 Atari 
joysticks, complete set of PAGE 6 public 
domain disks 1 -44, books and magazines. 
Many cassette games, disk and ROMs 
(including Ass Editor). All for £399 o.n.o. 
Call Alan on 0344 568 1 4 after 6 p.m. Can 
deliver in Souih England. 

SYSTEM FOR SALE: Atari 800 
computer, 1010 cassette, 1020 printer, 
lightpen and software, joystick, lots of 
games. Complete with all manuals, 
transformers etc. Please write for fu]l details. 
Gareth Martin, 8, Springfield, Blackhorse 
Avenue, Dublin 7, Ireland 

XL SYSTEM: Atari 800XL, 1010 recorder, 
1050 disk drive with US Doubter, 1027 
printer, Touch Tablet, business and games 
software. £275 Tel. 04446 44788 (Sussex) 

ST FOR SALE: Atari 520STFM complete 
with internal 1 meg drive and 46 disks, 
microswitch joystick. Excellent condition, 
still under guarantee with boxes, bags and 
Centronics printer lead. Must be seen to be 
appreciated. Only £400. Tel. 021 328 4980, 
ask for Laurence. 



MAGS AND BOOKS: Your Atari 
Computer £7. Atari Basic £5. Complete set 
of Atari User magazines. Offers to Sheffield 
461430 (evenings) 

MAGAZINE BACK ISSUES: PAGE 6 
issues i to 18, Monitor 4 to 12, I/O 
magazine 2 to 5. What are they worth? Tel. 
0245 72572 after 6 p.m. 

MONITOR FOR ST: Hantarex HX 12" 
green screen which runs from the RGB 
output of a 520ST. Very clear medium 
resolution display and ideal for word 
processing (includes connecting lead worth 
£15!} Ring 01 771 9115 after 5.30 p.m. 

FOR SALE: 800XL, 8 10 disk drive, 1010 
recorder, joystick, books, Atari User (every 
issue to date), computer desk, some cassettes 
and disks. All in good working order. 
Reason for sale - 'need the brass'. All for 
£l50o,n,o. (Would consider separating). 
Tel. Preston 632626 ask for Bob. 

FOR SALE: Atari 800XL with all leads 
£30. Atari disk drive 1C50 with leads, DOS 
2.5, 3.0 £70. Phone Steve on 0734 582 143 

SF354 ST DISK DRIVE; For sale, as new. 
Ideal second drive on STFM or 1040ST. 
£*n or ntios. Mark Hutchinson Tel. 0232 
621221. 

WANTED 

PAGE 6: Wanted - issues I to 6, 8 to 12 and 
14 to 18. Please phone Bob on 0702 332705 
(Southend). 

ANYTHING ATARI: Old, new, working or 
not. Software, books, mags etc. Exchange 
photo, Trucks, M, cycle items, books, mags 
etc. Please help xMr D. Shephard, 98 
Western Road, Brentwood, Essex, CM 14 
4SS 

PAGE 6: Wanted - back issues 1 to 9, also 
Gyruss, Please write with price. William 
Oakley, 60, Seaton Street, Bradford, 
Yorkshire, BD3 9DP 







CLUBS 



B.U.G*; Birmingham User Group. Based at 
the Matador pub in Birmingham city centre. 
Meetings 7.30 p,m, to 10.30 p.m. on three 
Thursdays each month. Members receive 
special discounts on mags, hardware etc. 
Club projects - 256k upgrades for SOOXL's 
etc. New members welcome, just call in for a 
chat or MODEM users give us a call on 021 
430 3761, For upgrade info contact Derek 
on 02 1 353 5730 

CONTACT is free of charge for private 
individuals or clubs. Entries are 
accepted at the Editor's discretion. We 
will not normally accept notices for the 
sale or exchange of disk or tape baaed 
stiff ware or copying devices. Just write 
your notice on a sheet of paper headed 
CONTACT and s*nd it to PACE 6, P.O. 
Box 54, Stafford, ST16 1DR. 
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The leading North West 
AlAKl Specialist ATARI Dealer 




/CLadbroke 

COMPUTING 

INTEfiHATSQNA L 



33, Ormskirk Road 
Preston, Lanes. 
Tel: <G772j 21474 
Mail Order: 27236 or 
Bui /Board 6pm to 9am 



A 

ATARI 



This Company has given years of full support to ATARI users Countrywide from their retail shop premises at Ormskirk 
Road, Preston, Now from their NEW Wail Order Depot they can offer the same Excellent service to all Mail Order Customers 

All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items so that returned 
goods, and all the attendant frustration are a thing of the past. All Hardware is supported by our own 'ON SITE' engineers 
therefore quick turn round on all repairs is Guaranteed. All prices quoted are fully VAT inc. and there are no 'nickJen extras' 
what you see is what you get. Prices include next day delivery on items over £150. 



130XE Computer €119.00 

Disk Drive.. TBA 

XC12 Recorder £32 00 




CM 




3Vi D/S 
D/D 



Per Disk .„,£1,99 

10 Disks - £16 00 

10 DiskstPlastic 

lib case... .£17 50 

100 Disks £150 r QQ 

500 Disks £650.00 



5V4 D/S 
D/D 46TPI 

£0.80 

£6.50 

£7.50 

£60.00 

. .£280.00 



All Disks are covered by an 
unconditional lifetime guarantee 



Our ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates, Please ring for a 
quotation. All repairs carry a 90 day 
warranty. 

PRINTERS 

Dot Matrix 

EPSON LX86 £240.00 

LX86 Tractor feed £19.00 

LX86 Sheet feeder £49.00 

LQ800 24pin D/M ...£499.00 

Star ML 10 £250.00 

NL10 Sheetfeeder £55.00 

National Panasonic £199.00 

All Printers, Disk Drives etc. supplied 
with cables etc, NO HIDDEN EXTRAS 



TO ORDER Simply send, or phone your order, stating Full Name, Address, 
Visa or Access IMos, Cheque or Money order. Make payable to Ladbroke 
Computing Inter national, 33, Ormskirk Road, Preston Lanes. PR1 2QP. 



DUST COVERS 

Computers £3,99 

Monitors £4.99 

Disk Drives., £2.99 

Printers. £7,99 



We have a complete range of Software 
in stock and fully tested. 

IF IT'S AVAILABLE we have it! 
Send SAE tor full catalogue. 

Any Software problems? Queries? 
give us a ring we usually have the 
answer 



All Dedicated books and mags in stock 

FOR MORE INFO CALL ON THE 
ABOVE NUMBERS OR SEND SAE 
AND STATE FULL REQUIREMENTS 



MOST HEART MATHS continued 

JD 1526 POSITION 4,11 :? H6; "snake ! 11 : IF FS 

C>999 THEN PR1=B:G0TQ 1550 
PV 1530 IF f5C>l? THEN PRi = l : GOTO 1550 
RH 154B PR1-2 

PU 1558 POSITION 1Z+PR1,9:? «6;FSC;IF 5T0 

T> 99 THEN PR2 = 8 : GOTO 1500 
RS 1508 IF 5TOT>3 THEN PR2=1;G0T0 15BB 
SD 1578 PR2-2 

«F 1300 POSITION 13*PR2,li :? H6;5TOT:STOT 
=STpT+FSC ! POSITION 9+PR-i,15j? BOjSTOT 

NU 159H IF AU5 = 1 THEN 0115 = 0 : FOR W=l TO SO 
0:HEKT Hi POSITION 11,?:? ":GO 
TO 1050 

HA 108O GOSUB 970 5? » DO YOU WANT TO CO 

NTINUE - CY^ttJ?" 
OH 161Q IE PEEK<704> <>43 AND PEEK f 7643 <>3 

5 THEM 1O10 

KH 16ZO IF PEEKt764J=43 THEN F5C = Q ; ? :? ; 
i i * 

":COTO 1130 
PT 1638 IF PEEKC704»=35 THEN 1650 
HG 1648 GOTO 1028 

UU 1650 ? :? " UNTIL NEXT TINE - UNTIL NT 
KT TIME* 

Fl 1668 POSITION 3,2^7 »6 ; ■" H. ' U^ ' IJJ 

■i 

AM 1670 FOR H=0 TO 13: POSITION 2,H:? 116 i" 

until next tiMfH";HEKT M; GOSUB 970 
US 1O0O GOTO 168B 

UJ 109? REM *** CORRECT RESULTS «** 
OV 1700 f if " MOULD YOU LIKE TO SEE TH 
E CORRECT RESULTS - CV/N) ? 

■ ■ 

SJ 1710 IF PEEKC764) <>43 AND PEEKC7643 <>3 

5 THEN 1710 
ZE I72B IF PEEK £764) "35 THEN AFT URN 
IT 1730 FOR K=DP-5 TO OP 

SP 1740 IF F3 CK3 <>RI f H3 THEN POSITION Pit 



H3 -I FN (SIRS tF3 CH3 J J+l,P2CKJ+4 : ? »6;F3t 

HJ GOSUB ?50 
JN 17SO NEXT K I POKE 764 , 255 i RETURN 
UT 1799 RE N TIME FACTOR IHHt 

ID 1000 T±=PEEK £203 !T2=PEEKflS3 
HI 1810 SEC=INTCCT2*4 .2671+ CT1/6BJ 3 1 TIM=T 

IM+SEC 

KH 1820 POSItlON 6,19:? «&J"1iHe: "jTIN 
RT 1630 IF BP<iO T HE N RETURN 

US 1040 FAC=INT C CTIH/10)«16) /lO: SCF = INHt 

LIM/FAC>*16>/16 
EU 1050 TIN-B: RETURN 
OR 1599 REM INITIALIZING 

HY 2000 a=PEEKC100}-0;NCB=A*ZS6 : POKE 204, 

A: POKE 200,224 
HC 2A16 DIN CHN$C283 : RESTORE 2050 : FOR X=l 

TO 28: RE AD B : CHHS CK3 -CH«5 C8J : NEKT H 
HS 2020 O-USR CADR CCHMS3 1 !F0R K=NCB+3*S TO 

HCB + 7«B-l:READ 0 i POKE K.BlHEXT K 
HA 2038 RESTORE 2090: FOR lf = l TO 12 ! REAO D 

A, DO ! Zl IM1 — OA :Z2 CIO UB : Hf-HT K 
KO 2040 FOR H-l TO 10: READ DA , DO ! PI CK3 -DA 

:P2 C H ) DEJ ; NEKT H i POKE 756,A:£QT0 1000 
YO 2850 DATA 104,162,4,160,0,177.205,145, 

2 8 3, 2 B8, 2 00, 24 9 , 230 ,2 86 , 238, 204,202,20 

0,242,96 

OH 2O60 DATA 54,127,127,62,62,20,0,0 
US 2070 DATA 6,12,24,60,24,40,96,0 

nk 2000 Data 255.255,255,255,255,255,255, 

255 

RN 2B8S DATA 8 , O , 36, 24,24,36,0,0 
HQ 209O DATA 10,10,00,40,600,480,18.18,18 
S O, 9O,18O0, 000, 10, IB, 20, 10,28,20,10*10, 
20, IB, 38 . 38 
MZ 21B8 DATA 4 , 5 , 11 , 5 , 10 , 5 , 4 , 12 , 1 1 , 1 2 , 10 , 
12, 4, 5, 11, 5, 10,5, 4,12, 11,12,18, ±2, 4, 5, 
11 , 5, la, 5,4, 12, 11, 12, IB, 12 • 
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Ace Atari pilot John S Davison, 
AFC, KB, JSO* takes to the air 
in a variety of aircraft. Are 
you good enough to fly with 
the best? 

♦ Armchair Flight Commander. Keyboard Hrukcn, Jnyxtiirk Shot OIT 



A Spitfire simulator ought to be an irresistible program 
for the flight simulation fan. Add a good game element and the 
package should be a sure-fire winner with everyone. With 
Spitfire 40 Mirrorsoft started out with this successful 
formula well over a year ago, and the program was very 
popular on other home micros. At last, they've released an 
8-bit Atari version, so with great expectation, I prepared to 
become one of 'The Few'. 

The game scenario has you as a newly trained pilot in 
your first Spitfire squadron. You must first learn to handle a 
Spitfire, and then go on to combat duty. Once into real 
combat j your experience and success in shooting down enemy 
aircraft and returning safely to your home base wins you 
medals and promotions. Who knows - you could have what it 
takes to become a Group Captain with DSO, DFC and VC to 
your name! Your progress is recorded in a log book which can 
be saved to disk or cassette, so you can continue your career 
next time you play. 

All controls may be operated from the keyboard, with the 
option of using a joystick for aileron rudder and elevator 
control. Everything is adequately explained in the 24 page 
instruction booklet, and summarised on a separate 
quick-reference sheet. 

SIMULATION OR GAME? 

On boot up, a single sound channel plays what could have 
been a stirring march with better treatment, presumably 
betraying the program's Spectral ancestry. Didn't the 
programmer know the Atari has FOUR sound channels? 

Choice of 'simulator' or 'game* option at this point lets 
you either fly a complete sortie, or pitches you straight into the 
dogfight stage, saving you the trouble of the scramble and 
search for the enemy. Next, you load in the pilot's log, 
showing name, rank achieved, medals won, hours experience, 
victories scoredj and other details. Following this, you choose 
either practice or combat mode which, predictably, lets you 
learn how to handle the Spitfire without worrying about the 
enemy or puts you in combat status awaiting action, A combat 
sortie starts with the order to 'scramble*, giving height, 
bearing, distance and number of enemy aircraft. It's up to you 



to find them and see them off. 

The next screen shows the runway through the 
framework of the cockpit canopy. The runway graphics are 
somewhat rudimentary, just a few straight lines against a green 
background Inside the canopy, a rear-view mirror enables you 
to see when enemy aircraft get on your tail. The other 
prominent feature is the reflector gunsight, the grandaddy of 
the sophisticated 'head-up 7 displays found in modern combat 
aircraft. 

Surprisingly, there's no instrument panel displayed at this 
point. To see it involves switching to a different screen, thus 
Losing your view through the canopy. The panel graphics are 
probably the best feature of the program, showing the basic 
instruments you'd find in a real Spitfire, The instructions say 
you should be able to see the Spitfire's control column, which 
moves as you operate the controls, but there's no sign of it on 
the Atari version. 

INTO ACTION 

Scramble!!l Quick, start the engine!! This produces a 
noise very much like my next door neighbour's ancient motor 
mower instead of the unforgettable sound of the mighty Rolls 
Royce Merlin engine, OK, OK, I know it can't be reproduced 
exactly, but suTcly a competent programmer can do better 
than this?. 

Right, release the brakes and accelerate at full throttle 
down the runway. At 90 knots, switching to runway view 
provides another disappointment. The crude runway outline is 
continually redrawn on the screen in an attempt to create the 
illusion of movement. The result is a jerky, flickering mess, 
quite unworthy of the Atari's capabilities. 

After take-off, it's a case of climbing like crazy to 
intercept the enemy, using the map/radar to help you find him. 
Once again, the graphics are fairly minimal and chunky, 
showing your position relative to the enemy hordes. A map 
zoom feature gives several levels of detail, allowing you to see 
your position relative to the (very sparse) geographic features 
of the landscape below. 

Going into map mode pauses the game, so you can't see 
the effect of any corrective manoeuvres without switching 
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back to the canopy view and then back into map mode. 
Changing course by a specific amount involves a further 
switch to the instrument panel so you can see the compass. I 
found it necessary to continually switch from screen to screen 
to Locate the enemy, which became very tedious after a while. 

TALLY HO! 

Suddenly, an aircraft appears in your rear view mirror. 
Throwing the Spitfire into a screaming turn, you manage to 
shake htm off your tail. Then he's in front of you, running for 
his life, and jinking about. Lo avoid being tut. Tally Ho!! Open 
the throttle and chase him. The motor mower chugs louder 
and you get closer, centre him in your gunsight, and fire. You 
see a stream of bullets converge jerkily on him. He 
disintegrates and disappears, to be immediately replaced on a 
different part of the screen by one of his mates. 

The Spitfire responds well to the controls, and I was 
pleased to see the horizon tilt smoothly as the aircraft is 
banked (unlike some so-called flight simulators). As expected, 
the artificial horizon on the instrument panel follows suit, but 
very jerkily and with joke standard blockiness. Other 
instruments seem to behave fairly realistically, though, 

JUST LIKE 
THE 

FALK LANDS? 

Strike Force Harrier is another of those programs 
which aren't what they seem at first sight. Like many so-called 
flight simulators, it's more of a combat simulator than an 
accurate simulation of jet fighter flight I can say this for 
several reasons: firstly it has a high find,' shoot, bomb/avoid the 
enemy content, secondly the instrumentation in the aircraft is 
futuristic rather than realistic and* finally, the aircraft's flight 
behaviour doesn't look or feel quite right. Apart from this, 
though, it's a pretty good program! 

The package contains two disks; a summary sheet 
showing all keyboard, mouse and joystick controls plus an 
overview of the instruments and data displays; and a map grid 
showing your starting point and the position of your eventual 
objective. The package is completed by a small instruction 
booklet containing hints and tips on flying the Harrier as well 
as the usual program details. 

FIRST, LEARN TO FLY 

After boot-up you choose the mission type from Demo, 
Practice, Combat, or Combat Practice, and the difficulty level 
from Pilot, Commander or Ace, The two higher levels 
introduce features such as black-out and red-out of the pilot's 
vision during high-G manoeuvres. 

The Practice option gives you the chance to learn to fly 
the Harrier without getting shot at by the enemy. Helpful 
hints on how to take off vertically, make the transition to 
horizontal flight, back to the hover, and finally to land 
vertically again are given in the instruction booklet. It's 



After dispatching the last enemy plane you have to find 
your way home, going through the annoying business of 
screen switching again to locate your home airfield. I found 
getting back to the airfield extremely difficult, as you can't see 
it unless you're below 3,000 feet (because of haze, the 
instructions say), and even then, it doesn't come into view 
until you're almost on top of it. In many hours of play I 
managed to land successfully only once. As you can't progress 
through the game without successful landings, the whole thing 
could, and did, rapidly lose its attraction. 

GOOD IDEA, POOR IMPLEMENTATION 

Full marks, Mirrorsoft, for supporting the 8-bit Atari. 
But please, next time, how about ensuring your programmers 
take advantage of the Atari's sound and graphics capabilities, 
instead of copying features from lesser machines. 

I liked the idea behind Spitfire 40, but sadly, it's a classic 
case of a great idea spoiled by poor implementation. With 
more care it could have been a great simulator instead of a 
mediocre game. T hope the upcoming ST version remedies 
this. 




difficult at first, but like most things becomes easier with 
practice. 

The screen layout is pretty standard for programs of this 
type, with the lower part displaying the cockpit 
instrumentation and the upper part show ing a through the 
windscreen view with the obligatory HUD (Head Up Display) 
superimposed on it. Cockpit instruments are dominated by 
FOFTRAC (Friend Or Foe Tracking Radar), AAR (Air 
Attack Radar), Multifunction Display (showing fuel 
remaining, throttle setting, and positions of flaps, 
undercarriage, weapon inventory, etc), plus various warning 
and damage status indicators. The HUD shows essential flight 
information such as height, airspeed, vertical speed, pitch, and 
direction. It also acts as a gun /missile/ bomb sight and special 
homing indicator to help you get back to base. 

In fact, getting back to one of the four prepared landing 
sites is something you must learn fairly quickly, as you can't 
refuel or rearm anywhere else Your instruments can guide 
you to the correct locality, hut final identification has to be 
done visually. Landing areas are marked by flashing beacons, 
which can only be seen from fairly close range. 

THEN, LEARN HOW TO FIGHT 

Once you've got the hang of flying the beast, the next 
stage is to learn how to fight with it. The Harriets offensive- 
armament consists of three 10001b bombs, two Sidewinder 
air-to-air missiles, and 250 rounds of cannon shells. 

Weapon delivery is aided by several clever electronics 
systems, FOFTRAC is a combined map and radar display 
covering an area of one rectangle on the map grid supplied in 
the package. Map details shown include mountains and your 
landing sites. It also shows enemy SAM (surface to air missile) 
installations, and is continuously updated to show the current 
positions of active enemy tank formations, aircraft and 
missiles, plus your own flight track. 

An annoying feature of FOFTRAC is that it loses the 
map display detail if you fly across the boundary from one grid 
rectangle into another. To get it back you have to fly across the 
centre of the rectangle at 16000 feet, as FOFTRAC has to 
photograph the area before it can be displayed. This is 



Payr 6 - Issue 2# 65 



reasonable if you enter a rectangle for the first time, but surely 
not EVERY time? If you accidentally dip the edge of the 
rectangle, you find, on re-entering the original area a few 
seconds later, that the detail has been lost and FOFTRAC no 
longer displays the position of the tanks. It's very hard to find 
them without FOFTRAC, so it's back to 16000 feet over the 
centre of the area again to regenerate the display. At that 
altitude you can guarantee you'll get a severe mauling by the 
enemy fighters, I repeatedly found myself in just this situation, 
and it quickly became a major source of irritation. 

The Air Attack Radar helps you pinpoint enemy aircraft 
and avoid his missiles. It shows aircraft and missile positions 
within a 5 mile radius and height band of plus minus 5000 feet 
of your current position. 

NOW - DO IT FOR REAL! 

When you think you can cope try flying a real mission. 
The objective is to fly to the enemy headquarters situated 
some 30 grid rectangles away from your initial base, and 
destroy it. You don't have enough fuel to get there and back, 
so you have to move your bases forward from their initial 
positions so they can support you. Unfortunately, the enemy is 
attacking your bases with tanks, so you have to destroy the 
tanks with bombs or cannon before a base can be moved. Once 
a base has been moved the enemy sends in a fresh tank 
squadron and the process begins over again. 

While taking out the tanks youVe likely to come under 
attack from small arms fire, anti-aircraft flak, and above 2000 
feet, surface to air missiles. Small arms fire is generally 
harmless, flak can damage your health, and a missile hit is 
usually pretty terminal! The graphic effects of flak bursting 

WELL HOW DO 
THE YANKS DO 
IT? 

Microprose are renowned for their excellent simulation 
programs and F-1S Strike Eagle is well up to their usual 
standard. The high quality extends to the packaging and 
instructions too, as the program comes in an attractive 
bookform pack complete with superbly presented 'Flight 
Operations Manual', This not only contains operating 
instructions, but also a wealth of information about the F15 
and air combat techniques. 

The program should really be classed as an air combat 
simulator rather than a flight simulator as it's essentially all 
about modern air warfare, using cannon and heatseeking and 
radar guided missiles, missile attack avoidance using 
electronics eountermeasures, decoy flares and radar chaff and 
target bombing rather than the niceties of flying an F15. For 
instance, you don't have to rake off and hod the brute* as each 
mission starts and ends with you in the air. 

MULTIPLE MISSIONS 

Seven mission scenarios . of increasing difficulty are 
provided, covering Europe, the Middle East, and South East 
Asia. Basically, you have to locate and hs>mb specified targets 
and return safely to base. Unfortunately, the enemy has 
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around you are really rather good. And unique too - I've not 
seen this effect before in aerial combat games. 

To find the tanks you have to get to 160O0 feet so 
FOFTRAC can generate its display. This is where your 
dogfighting abilities are needed, as you're sure to get bounced 
by enemy MIG26 (no kidding!) jet fighters. These 
occasionally come screaming in at you for a head-on attack and 
the graphics for this are superb. No crude wire frame graphics 
here - you get the real McCoy! The MIGs fly VERY close to 
you at incredible speed - you get a big, detailed view of the 
aircraft for a split second as it flashes by. The effect is quite 
startling, and guaranteed to get the adrenalin pumping. 

For much of the time, though, the MIGs are behind you 
trying to pick you off. Your job is to defend yourself using 
chaff, flares, and good old dogfighting skills, then to get 
behind them and stuff a few cannon Shells or the odd missile 
up their rear orifices. All other views you get of the MIGs 
seem to be from behind, as they jink around trying to shake 
you off. 

Once FOFTRAC] has done its stuff, you can leave the 
MIGs to play with themselves and get back down to low level 
tank bashing again. Incidentally, you get points for clobbering 
tanks* SAM sites, and MIGs, giving you an incentive to try 
that bit harder with each successive go, even if you don't make 
it to the enemy headquarters. 

CONCLUSIONS 

As a flight simulator I found Strike Force Harrier 
disappointing, but as an air combat game it's one of the best 
around. Its mix of action and strategy should please the game 
players, while its complexity should keep the simulator techies 
interested too. Some of its graphical effects are startlingly 
good* but in the sound department it can only he described as 
adequate. Overall, then, a, reasonable buy, but don't expect the 
ultimate flight simulator. 




aircraft with similar weapons to yours, plus SAMs (surface to 
air missiles i, and is quite keen on spoiling your little game! 

You can identify and tight off these threats by using the 
Fl Vs advanced avionics and weapon systems, plus, of course, 
the superb performance of the aircraft. Get it wrong and you 
could end up with an AA-8 Aphid heatseeking missile up your 
tailpipe! At best, you'll end up nursing a crippled, highly 
unstable aircraft hack to friendly territory. As a last resort you 
can even bale out, with a 50 50 chance of escape. 

For each mission scenario the manual explains the flight 
plan, likely threats, and the opening situation. It also has a 
map of the area in which you're operating., showing positions 
of primary targets, enemy airfields, known SAM sites, and any- 
friendly bases where you can put down for refuelling or 
repairs. These maps have also been fed into the Fl5's 
navigation computers, and are displayed during flight. 

Control is via keyboard and one or two joysticks. As 
usual, joystick 1 handles the primary flight controls plus 
weapons tiring, while joystick 2 can take over some of the 
keyboard functions. I found the roll control rather too 
sensitive, but otherwise everything worked OK. 

COMPETITIVE ELEMENT 

On booting, you choose a skill level ranging from 4 arcade\ 
to l ace\ Arcade is really an easy introductory level, but the 
other three levels are full simulations of progressively greater 
difficulty, with more numerous and cunning enemy aircraft 



and SAMs, You can have up to 4 people in your squadron, 
each taking a turn to fly the missions. Points are awarded for 
hitting primary and other optional targets, and for enemy 
aircraft destroyed, giving the simulation a nice competitive 
element. It's aJso possible (and easier!) to have two player 
co-operative missions, where one person acts as the pilot 
dealing purely with the flight problems. The other acts as the 
weapons officer, responsible for selecting the right weapons at 
the right time, which isn't as easy as it sounds. 

When a mission starts you're presented with the main 
screen of the simulation, showing the view from the F15 
pilot's scat. The top half of the screen is the view through the 
windscreen, with the horizon cutting across the middle. As 
you'd expect, the horizon rises, falls and tilts convincingly to 
any angle, in response to the F15 T s controls. The ground (land 
or sea; is overlaid with a perspective grid pattern, which 
scrolls down to give the impression of movement - it's not 
realistic, but infinitely better than nothing at all. The only 
other ground features take the form of blue triangles 
representing primary and optional targets. 

The F15 is fitted with a 'Head Up Display' (HUD), 
which projects important night information such as airspeed, 
altitude, and navigation cues onto the windscreen . It also 
shows the gun, missile and bomb aiming sights, and enemy 
aircraft and missile tracking boxes. These boxes move across 
the windscreen, showing you where to look to visually locate 
incoming threats. 

The bottom half of the screen contains several major 
systems. The map display shows the mission map mentioned 
earlier. You ean set a cursor at any position on this, and the 
Fl'vs navigation system will project course cues onto the 
HUD so you can fly directly to the pinpointed position. 

The radar screen can be set at three ranges, and displays 
nil targets (and missiles; in the air and on the ground. Above 
it, warning indicators give you early warning of incoming 
threats. 

Finally, the weapons status display shows you at a glance 



NOW FLY 

THE 
WORLD 



At last. They're here. Sublogic's long awaited Flight 
Simulator II Scenery Disks for the 8-bit machines, that is! 
So far, 7 of a planned set of 12 covering the whole of the USA 
have been released, with the remainder due out later this year. 
There are also a few specials' planned. Two of these are 
already out, covering the San Francisco Bay area and, 
surprisingly, the Tokyo to Osaka area of Japan. Cost? Around 
£20 each in the UK (Ouch! That's expensive!). 

Td almost given up hope of finding the disks in the UK 
until a call to Strategic Plus Software, of Hampton, 
Middlesex, established that the San Francisco disk had 
arrived, but then the bombshell struck! They said they 



how many bombs, short and medium range missiles, and 
decoy flares you've got left, and status of fuel drop tanks 
There's a lot more on the screen too, but none of it includes 
'conventional' aircraft instrumentation, which may upset some 
purists, 

HEAVY WORKLOAD FOR PILOT 

Once a mission gets under way, you have a really heavy 
workload, even with all the electronic systems to help you, 
Your basic task sounds simple: find the target, bomb it, and 
get home. Unfortunately, there are so many other things 
requiring your attention that it's not that easy. The worst 
distraction comes in the form of enemy aircraft. At the higher 
difficulty levels they can give you a really hard time. You have 
to use your skill and the F15's acrobatic ability to the full to 
outclass them, especially if you want to clobber them the 
macho way using the F15*s cannon! You can easily burn up 
the whole mission^ fuel trying to outfight one clever 
adversary. In fact, missions tend to have nailbiting endings, as 
you struggle to glide your damaged aircraft back to a friendly 
base because you were overly optimistic about fuel usage. 

The sound effects add enormously to the realism - the 
whine of the jet engines, the roar of the afterburners, the 
whoosh of your missiles, the pinging of the warning systems. 
Yes, it's all here. There's even a few bars of music thrown in at 
the end of a mission to release the tension. 

The only real criticism I have concerns the graphics 
showing what's happening outside. The ground grid 
movement is rather jerky, and horizon movement could be 
smoother. Also, the enemy aircraft are very simple outlines 
and again move jerkily, liven so, they seem to manoeuvre 
realistically. When hit by your missiles or shells, the resultant 
explosion doesn't look very convincing either - just a few 
straight lines radiating from the impact point. 

All this can be forgiven, though, because as a simulation 
the program is totally absorbing, and as a game it + s got that 
magic quality' which forces you to have 'just one more go'! If 
you like simulations full of challenge, with large helpings of 
tension and excitement, F15 Strike Eagle is the program for 
you. 




couldn't honestly sell me one as none of their stock copies 
worked properly. Instead, they kindly agreed to lend me one 
to try for myself. They were dead right - ihe mam urea on the 
disk (showing San Francisco city and Golden Gate Bridge) 
just wouldn't load, although the rest of the area was OK. 

A lutcr to Sublogic in the USA produced almost instant 
action. They phoned me at home expressing concern that 
there were faulty versions of the disk around, as the problem 
was spotted and corrected in September last year! Just a few 
days later 1 received TWO disks from them by air freight, 
both of which are reviewed here. 

STAR SCENERY 

Let's begin with the San Francisco area Sublogic call this 
a 'STAR 1 disk, meaning it covers a relatively small area, but 
with a higher than usual level of detail. The package contains a 
single sided disk in a plastic wallet, a map showing all airfields 
and radio navigation aids in the area, a set of airfield plans 
showing airfield layout and sundry other data, and finally the 
operating instructions. Most of the paperwork consists of 
looseleaf pages and these, together with the disk wallet, are all 
pre-punched to fit into a smart ring binder available separately 
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from Sublogic. Other disks in the scries arc: similarly 
presented, so you can store everything neatly together. 

The area covered measures about 75 miles by 50 miles, 
from Scaggs Island in the north to beyond San Jose in the 
south, taking in the whole of the San Francisco Bay area. 
Eastern limit is at Tracy, about 50 miles inland from the 
Californian coast. Within this area there are 16 airfields, many 
interesting topographical features, plus radio navigation aids 
to help you find your way about. 

A few years ago I worked in the San Jose area tor a while, 
so I know the area covered by this disk quite w T ell. Many of the 
features I remember do actually appear here. The main 
attraction, of course, is San Francisco itself. I was 
disappointed to see so few buildings represented, but then 3D 
manipulation of a whole cityful of buildings would probably 
require the power of an IBM 1090 ''600 mainframe! The 
spectacular Transamerica Pyramid is included, plus about half 
a dozen lesser buildings. There's no detail shown of the port 
area, but the island of Alcairuz is there, complete with its 
infamous prison building. 

The star of the disk (no pun intended) is undoubtedly the 
Golden Gate Bridge, although I wish Sublogic could have 
painted it the right colour! Both this and the nearby j 8 mile 
long, Bay Bridge are in full 3D representation, so you can fly 
over, round, through, or under them if you feel so inclined. In 
contrast* other bridges at the southern end of the bay are little 
more than single lines marking the bridge position. 

Going further afield., there are other 3D features waiting 
to be discovered - like the three giant hangars at Moffet Field, 
a naval air station near Palo Alto, and the control tower at 
Livermore airfield, the nrst I've seen in this simulator. Many 
major roads and mountains are present and can actually be 
identified by name if you have a proper map of the area. 

During my exploration I discovered an unexpected 
bonus. The area actually covered is much, much bigger than 
Sublogic's map shows. In fact, it includes the same area as that 
on the newly released ST version of Flight Simulator I I, 
covering about 250 miles north to south by 200 miles east to 
west. All the airfields and radio aids seem to be the same too - 
that's a total of 47 airfields and countless radio beacons! The 
instructions say the extra area is included to give a smooth 
transition from this STAR disk into adjacent areas on other 
scenery disks. Apparently, you're not actually intended to use 
it! 

JOURNEY THROUGH JAPAN 

The Japan disk is packaged similarly to the other, but has 
one fascinating extra. This is a sheet of 'approach plates 1 



showing the standard instrument approach procedures for 
seven of the major airfields. For instrument flying freaks this is 
really something! There are, however, no instructions on how 
to use these complex charts, so if you don't understand them 
already, they're not much use. 

The disk covers a large area of some ^0 miles by 210 
miles of the Tokyo/Nagoy a/Osaka region, giving you scope for 
really long flights. There are only 14 airfields here, but many 
of them have control towers and refuelling facilities. The 
area's vast array of radio beacons includes many NDB's for 
use with your aircraft's Automatic Direction Finding 
equipment, plus VOR DME facilities if you need them. Also, 
eight of the major airport runways are equipped with 
Instrument Landing System for poor weather landings. 

The Tokyo area has several interesting features, including 
Tokyo Tower, the palace grounds, canals, and the Nki:Vkar>;.Ti 
'bullet train' network. As expected, significant roads, 
mountains, lakes and other waterways are included too, 
however detail at Osaka is limited to one building — the castle. 

The snow capped Mt. Fuji is easily the most impressive 
feature on this disk. It takes quite a while to fly to it, round it, 
and back to Tokyo, Sublogic's simulation doesn't extend to 
the vicious air turbulence said to surround the mountain, so 
you can approach it without fear. If you like mountain flying 
there arc plenty of others to choose from, and all in a realistic 
3D representation, too, 

ARE THEY WORTH IT? 

Overall, both disks gave me a lot of pleasure, Personally, I 
prefer the San Francisco disk, as I know the area and enjoy 
Revisiting' it by air. The Japan disk I like for its radio aids and 
detailed approach charts, which let you fly real live approach 
procedures, I wish Sublogic provided these with other scenery 
areas. 

Apart from the cost, I have only two real criticisms. The 
first concerns the slow screen update with certain scenery, 
which makes control of the aircraft more difficult than usual. 
The other relates to a strange problem with mountains, where 
you can sometimes see things through 1 them. These niggles 
aside, I think Sublogic should be congratulated in releasing 
these disks. They're not cheap, but considering the extra scope 
and enjoyment they add to Flight Simulator 11,1 view them as 
a good buy and I look forward to getting my hands on more of 
the series. 

Finally, special thanks to Strategic Plus and to Sublogic 
themselves for their help in producing this review. I get the 
feeling they really CARE about their customers, as well as the 
products they sell us. * 
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Spitfire 40 
Mirrorsoft 
Disk £12.95 
Cassette £8.95 

F-15 Strike Eagle 
Microprose 
Disk/Cassette £14.95 



Strike Force Harrier 

Mirrorsoft 

ST only 

£24,95 

Flight Simulator II Scenery 
Disks 

Disk only £19,95 each 
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SAXON 
SOFTWARE 

GOLDRUNNER £18.95 



ATARI ST 



ROAD WAR 20O0 


£ 18.95 


BUREAUCRACY 


£29.95 


WEAN 18 


£23 95 


ari<:amoio 


£12.50 


KARATE MASTER 


El 1.50 


XEVlOUS 


E1B 95 


MOUSETRAP 


£12 50 


SHANGHAI 


£1B 95 


STAR Tfl£K 


£14,95 


GOLDRUNNER 


E 16,95 


PAWN 


E1B.95 


LIBERATOR 


£10.50 


PSION CHESS 


£1B 95 


SHUTTLE II 


f *B 95 


KARATE KfD II 


£19.95 


5KYFQX 


£IB 95 


PACK (1J). Ill] 


£49 95 



SEND FDR FREE ST 
SOFTWARE AND HARDWARE 
PRICES 



ATARI 8-BIT Cass. 

WIZARD mm E17JS 

WHO OARES WINS II C6 95 
ATTACK OF THE 

MUTANT &UARDS £1.95 

FRINE5IS £1.95 

COLONY f l 95 

LEADER60AH0 £7.85 

MOONMIST E 19 95 

HICK HANSON — 

SILENT SERVICE ffl.50 

SPITFIRE 40 £8 95 

GAUNTLET E6 M 

TRIVIAL PURSUITS £1195 

SPIN DIZZY £7.95 

VIETNAM C? 96 

TOMAHAWK £7 95 



Disc 

£1735 
£9 95 



£11 50 
£ I G 55 
£14 95 
fIDBO 
£12 35 
£12.50 
£"14„e5 
£11.5ff 
£11 SQ 
£ 1 1 .35 



AMIGA A5EJ0 & HARDWARE 
COMING SOON 




THE ULTIMATE POOLS PREDICTION PROGRAM 
* 



■Massive database FwbnrinMr is a, scTJuatioated Book 
prediction aid. li comes complete wnh ihe ujjgwt database 
available - 23000 malches over 10 years. The database upJantK 
automatical]? as results come m. 

PREDICTS Not juii SCOHZDRAW5. but AW AYS-, HOMES 
and NO SCORES. 

SUCCESSFUL SELEC ;guarux;HMHha1 PcxiTwinmyr p*rft>T7n$ 
Ei^jiuCcinUy better than chance. 

ADAPTJUUI PmbabOtiifla ait- given on vmrr ructur* - 
choose as many Beleciionfl as you need fw youi net. The 
prtxzL-xt prediction formula can be se: by the user - you can 
develop and i«i your cum uruquw method. 
SIMPLE DATA EHTRT All team names are in the program. Simply type in the reference 
numbers framih* (own, Or u» FIX GEN 10 produce fixture list automatically i see below). 
DISC MICRODRIVE COMPATIBLE Tapes supplied wnn cotwersfen taftruatww. 

Full hard copy printout of data if you have a printer. 

PRICE £1 5 00 (all inclusive) 
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ATARI 520 ST-FM INCLUDING 1MB DRIVE (BUILT IN) 
POWEH SUPPLY & R.F. M0DULAT0H (BUILT IN) 
MANUALS, LANGUAGE DISC AND MOUSE 

ONLY £339 95 inc. P.&P. 



TOO GOOD TO BE TRUE? TRY US! 

The price you see is ihe all inclusive price, Please quote this 
magazine when ordering Send cheques & F.Q s to: 

SAXON SOFTWARE, P0 BOX SB, 
HAYES, MIDDLESEX UB3 1SZ 




— „ - * a a fw-T AT t**5T' Hn more Himoahng Cot hours to get tj*e 
FrYflh Hi Rh/7 J^tlun itiio the com P m,f FDtCEH has been 
1 lAV/Lili VVf I programmed with alj English «nd Sppttish futtrires 
tor 196&-7. Simply type in ih* dam and the full Fixture da ib generated In 
seconds, Fairy compatible wtfh Pookwrnnar. Y™rly update* available 
POOLS WINNER with FIXGEN £ I 6.50 (for bolhl 



V3 



HOT JUST A TIPSTL tt 

FHOGJUUA.CHQuj'sawinner 
V3 can be used by experts 
THE PDHTOIS COMPtfTER PR OGHAM ^dpcc« W nalr^tersliiire 
You can develop and i«nn your own unique winning system by adjusting the 
analysis formula oi use the program in simple mode. Gouisewinrver V3uaej 
siatLSLCikl analysis of major factors including pasi (aim, speed tarings, course 
statistics, pme money, weight, gomg. trainer and xrelrey form, etc, eic. Ii 
outputs moot likely winners, good biug odds bete, forecasts, tricasts etc. The 
database includes vnal course statistics lot all Br jush cuuiscs Ycu r. 3r . update 
the database never tj «fs out of dam 

PRICE £15.00 tail inclusive) isdnd** Flat AND NaOoaU KuoJ 



^R,UCAVAllJ^IJJEOH.AJvETHAD£7PCi t AKSTRAD PCWj ■ ADD EiW I All UUUs isHSXTK'TftEa 

GUMMQCOFtT 6* m. ATUU MM - i. SINCLAIR QL 
ftmtad on tnw fumpi* <ja*w*rKiDn nj 4»<?j - -<mctj* PCW (on 3" diac) and <JL Han rmcrodnv* i 



Send Chetru**TOi for return of po*i svn\<r* 10 . 



phana 34 hn SOFTWARH phono 24 hrs 

37 COTJKCILLOR LANE, CHEADLE, CHESHIRE. S 061-428 

•!5fnd foituUlat of our jolTwarcl 



12 BIT SYSTEMS: MASTERS OF SOUND 



PRODUCTS FOR THE 48K ATARI 



REPLAY 



Replay is a tu-npi«i« sound sampling sy-sten- 
ihtt ai ;.*s you to produce mai speec 
m^ftiE on any S-Ei[ ATARI 



- Sample ^a1e selcciabin trcrn flKhz 1o 21K.hz 
" Sample playback Itirough TV/Momior 
■ Aiiorts sample* io be ^sad in your awn 
Basic frrOgrarns 

" Swophed on carindge no user memory to« 
' Retards l(r om Hi-Fi or external recorder 
' V?fJ H»play program *irri fevera* a™j trig- 
ger oplions 

Al*d mclwfed In ihe REPLAV PACKAGE 
D*o1*imiii Dignai drum Eequancar (no hard- 
ware required}, *Ho<** you to creale your 
own Drum rhythm* B iirr-pldd iir„n 

sounds 

DiguirnttK Simple aample aoqyancar (no 
hardware reqw«rarj| allows, you to plfly luhea 
urging sampled iPundl iduq hprfcs. guitars. 

voices etc ) 

Echw 4 r«a< trme Echo program 10 craala 
spscai e«Kti Delay vanatji* between JtnS 
lo I aec 

HEPIAY »yji»ri icarrridge. sottwarc OignJ- 
ruTi and Chg rs v riirt i Only E39 56 



NEW MICRO-VOICE 



y-cro-Votce <g a to* cosi sampling package, 
mil altow* you to racorovpiay sound* on any 
6 !M Alan 



MIDI MASTER 



A lull 'nahjre MlDl iiieHace toi yOu' ATARI. 
a lows you to lake 'uli contrpi rjf syn^hs etc 

" MIDI inrgut cables ^r easy rjonnetHon 

" fl rrach Reat t>me sequencer with tempo 

correction 

" Casio CZ series voice editor (allows you to 

ndii and srora vo#c« on r> (5 K,Tape| 

' Yamaha DXIDOvZI senes voice editor 

" Musk: piaye* program lallows you to play 

Mg** <omp«ar or A MS? hies, tfia MIDI I 

" Now include* DKT voice ediior, 

1 CZ msnu and spt it program 

NB We HVh be producing uther voice *dilors 

tnr dif1er»ni synths. so H you own a ditterem 

synlh gel in touch 



PERCUSSION MASTER I DIG I DRUM If 



To enhance MIDI MASTER ic mdude a 1B 
track polyphonic sequencer 

MidTmASTER (i>neriaca CABLE plus aol- 
twarvl onty E29 » 



DISK PRICE CRASH 



10 DJ OO DISKS IHCLUDIhO 
AND TAB ONLY C4.D9 



A high quality professional orumkit tor ihe 

ATARI 

Fu1ur«a: 

' Externa D-'A and filler Ic ensure ^igh 
quality sound. whKh plugs into icv&hck oorta 
1 A2 

' 9 Sampled drum sounds 

" PcHyphoniC Rhythm editor using pull down 

menus and windows 

' Capability to load new drum sounds from 
Disk 

" includes enhanced version ot REPLAY sqI- 

1ware. allowing REPLAY owners 1o sample 

sourma vnfh a tar greater resolution 

1 includes digital echo proo/ram tor wee- with 

Ihe RFPL Ay cartridge 

" 3 Channel polyphonic 

1 100 Song entries 

* Audio output v«a hi-fi 



A digital drum machinc-sampi* sequencer 
t",al requires nn *utra hardware 



PERCUSSION WASTER hardware a. software 
£29 95 

PERCUSSION MaSTER SAMPLE DISK 1 

Coniams ovei 30 separate samples 
PRICE ON>L f ii 95 



' y sampled drum sound* 

' Step nme pattern eHry 

' Capathhly io load Replay samples <nto any 

of the 9 sample posnionj 

' K TS can be loaded or saved to ak or 

casserce 

" 2 Channel polyphonic (any two drums! 
" 100 Song entries |w>fh complex looping) 
'3?Pan«rn»i4.3?eeats<Ban 

PRICES 

DISK iS 95 
TAPE tS 96 



CMC I DRUM II REPLA.V SAMPLE DISKS 

A douole sided drsk coniammg over 50 
15«H7 samples, ihai can pe loaded imo tn» 
program, and saved as a fVT (or tulure use 
PRICE ONLY 95 



' Samples can be played back miough 

TVrMonilor 

* CaHa plugs i«o royshct port 
" Records rrom a Tape recorder^MI-FI 
" Allows samples ro be placed m yo u r 
BASIC prcgrams 

PPOGP*MS INCLUDED tN THE MICRO- 
VOICE PACKAGE 

HICBO-'tCafl: A Siep H tie seq^nner 
MICRO-SYNTH: Al m play lufles 

using sampled SOu"OS 
KCrlO A, rea nm« echo progra m 

UHPLtAi Allocs you ta record^Ed*l 

Jl-nplfls 

USERi Basm rnylmes 

nmm 

MICRO- VOICE system fcable and m*,<i+ »f. 
Iwartl onty£l9 95 



; ORDER FORM 

I Please send me: 



I _ 



Replay System on Disk/Tape - 
Digidrum II on Disk.Tape' 
TM»di Master Inlerfac* on Disk.Tape' 
Percussion Master System Disk ONLY 
3] Micro- Voice- on disk/tape" . 

Digidrum tl/fleplay Sample Disk 1 
Percussion Master Sample Disk 1 
10 DS/DD Disks 



Name 

Address 

Poslcode 



I enclose a Cheque Postal Order for C 
■ Delete as applicable 



IPayable tq 2 Bit Systems) 



Send to: a 





THE 



The inferiority of the graphics is, to 
be fair, the hardware's fault and in fact 
the graphics arc very good for an 800 XL 
- if you stand back from the pictures 
they are really quite impressive. There is 
also an excellent facility for scrolling the 
pictures smoothly up the screen with ihe 
SELECT key, so that you can use as 
much of the screen as you want for text, 
And there is plenty of text, 

The descriptions of locations, 
artifacts and people } the results of your 
actions, and the responses to your 
attempts 10 converse with the many 
inhabitants of the game, all give you 
plenty of interesting and often amusing 
text. The text within the game is further 
supplemented by the fifty page booklet 
which comes with the game and details 
the background to it. 11 A Tale of 
Kerovnia' introduces you to many of the 
characters in the adventure, including 
the King and his daughter, Kronos the 
Wizard and his pet dragon, Harry (who 
is supposed to be afraid of people - but 
didn't seem so when I met him!), and 
Gringo Kacon burger, a dwarf who hopes 
to overthrow the King by democratic 
means! 



'The plot 

unfolds 

slowly and 



of the problems, and also multiple uses 
for certain single-use artifacts! 

Choosing the right route to take 
through all this is not at all easy. You are 
aided here by two things. Firstly you 
should keep your eye on your score, It 
appears random as to whether it updates 
this on the move when you deserve it or 
on the next move. If you think you just 
did something clever but got no score for 
it, then perform some simple command 
(I or L) to check the real score. Secondly 
you can Save and Restore quite 
efficiently. Note that even though the 
documentation states that the Save Files 
are not in DOS format, the diskette must 
have been formatted by IK)S S and to 
enhanced density, sorry - did I forget to 
mention that you must have a 1050 
diskette drive to play this game? 

Once I had finally sorted out all the 
devious red herrings and subplots, and 
achieved the prime objective which I had 
set myself, and even encountered a 
character who told me he was going to 
celebrate my finishing the game, I 
thought perhaps I had finished, but I had 
nowhere near the full score. I did a few 
more things I knew about which gave me 
more points, however I was now 
completely stuck. I read all the eypheric 
hints in the back of the book, but I still 
couldn't get the last few points. I have 
since found out how to get the full score 
(yet! - it is possible), but the game still 
doesn't end in any obvious w r ay, I enjoy 
the feeling you get when you get the final 
message from a game and know that you 
have well and truly succeeded and 
definitely completed it, I still haven't 
found one in the Pawn - if YOU do 
please let me know) 

Apart from that minor 
disappointment and a couple of little 
bugs (e.g. always GET anything before 
you UNTIE it or it may disappear 
forever! j, my only real criticism is that it 
doesn't really understand as much as one 
might expect from the advertising. 
During a conversation it will attempt to 
respond meaningfully to any old garbage 
so you can't tell whether it understands 
or not. It is a trifle inconsistent in 
demanding additional information - e.g. 
if you say UNLOCK THE DOOR it 
asks WITH WHAT? and responds 
similarly for giving, buying and 
numerous other activities, hut there arc- 
some sentences which appear quite 
correct and reasonable, and which arc 
critical to finishing the game, to which it 
instead responds with phrases such as 
YOU CAN T DO THAT TO THE .„* 
or I DON'T HOLLOW YOU' when it 
should^ to be consistent and fair, respond 
with 'TO WHAT' or 'WITH WHAT' 
or 'ON WHAT*, or at the very least give 
a sensible response which might 
encourage you to try and experiment 



Magnetic 
Scrolls /Rainbir d 
XL/XE 64K Disk 
Price £19.99 



If you have any interest at all in 
adventures then you will almost certainly 
have heard of The Pawn already (unless 
you have been stuck down a really nasty 
dungeon for the last year!). The ST 
version of it was released last year amidst 
■d great Hurry of advertising praising its 
wonderful graphics and 'revolutionary 
text -hand ling system which allows input 
of complicated sentences and complete 
interaction w r ith characters 11 . It is now 
available for the XL XE but the bad 
news is that the graphics aren't as good 
on the 800 XL as on the ST, and that its 
understanding of English isn't quite as 
good as they would like us to think (I 
tried some ^complete interaction' with 
the Princess and it didn't understand at 
all, still I suppose it IS intended to be a 
family game!!) 



deviously' 

You start the game on The Path. 
Initially you have no idea of what your 
objective is, but if you wander around 
the immediately accessible area you will 
soon discover plenty to do. Getting rid of 
the annoying Silver Wristband which has 
appeared on your arm, finding a way to 
persuade the guards to Let you into the 
palace, and working out how to get 
Honest John to parr with some of hi^ 
goods, are just a few r of the goals you will 
soon set for yourself. And various 
characters will probably have jobs for 
you as well, assuming you can persuade 
Kronos to stop flying away on his stone 
platform long enough to have a chat, or 
the Guru to stop laughing so that you 
can get a word in edgeways! 

The plot unfolds slowly and 
deviously. New characters appear, and 
you slowly find ways of reaching new and 
intriguing places. There are plenty of 
interesting problems to solve and most of 
them are pretty logical. The game gets 
especially nasty when you discover that 
there are multiple ways of solving some 
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Zork I - magic words, 
alternative solutions, 
short cuts, and jokes 



further in thiii direction. I occasionally 
found that the responses to certain 
requests were actually incorrect, either 
grammatically or just plain wrong - I 
think these are mainly attributable toils 
attempts id respond to sentences even 
when it doesn't really understand eilher 
all the words in the sentence or the 
grammatical construction you have used. 
It assumes full stops which you don*t 
want (e g GO NORTHEAST WITH 
THE WHEELBARROW gets turned 
into two commands). 



'The Pawn's 

ability to 
understand ... is 

truly amazing' 

The end result of all this is that the 
poor adventurer can occasionally have 
solved a problem but not be able to get 
the computer to understand what he 
wants to do - the game degenerates into 
trying to guess how the computer wants 
the request phrased. In general, 
however., The Pawn's ability to 
understand and respond correctly to 
some extremely complicated sentences is 
truly amazing and a demonstration of the 
game by someone who knows its 
capabilities could, I am sure } be a very 
impressive demonstration of Artificial 
Intelligence. Unfortunately the qualities 
which enable good demonstrations are 
nut necessarily those required for good 
playing! Please don't misunderstand - 
the game really is excellent - just be 
aware that if you are stuek it may be the 
game's fault and not yours! 

Other excellent features of the game 
include: the ability to key ahead; the 
ability to recall the last command, change 
it or correct an error in, it, and resubmit 
it; excellent responses for a game t>f this 
sophisticationi impeccable packaging, 
including a twelve page booklet on how 
to interact with the game; very few 
spurious locations and lots of fun - do 
examine the rats in the fountain' 

For a company's first release to be so 
good s-hmvi creat potential . If Magnetic 
Scrolls can keep up this level of quality 
then we should all look forward to their 
next adventure - The Guild of Thieves - 
with great relish. I thoroughly enjoyed 
The Pawn, despite a few minor 
frustrations, and have no hesitation in 
recommending it as excellent value for 
money. 

P.S. Loved the maze! • 



Because of its origins, ZORK seems to have evolved rather than have been designed. 
Some of the original problems in the mainframe version have been given different 
solutions on the micro, in some cases the original solution has been left in the code on the 
micro, in other cases it has been removed. 

Where these multiple solutions occur* then usually one is a single 'magic* word 
which is sometimes, illogical and you have to be lucky to guess it, while the other is 
usually a longer, more complex, solution involving a number of actions of a more logical 
nature. The ^magic* word solutions generally appear to be older, part of the original game 
while the longer solutions have in some cases been added on the micrOj presumably to 
enable a more logical solution without the poor adventurer having to make a lucky guess. 

Some of the magic words are of course jokes. 
PLUGH - in the Original Mainframe Adventure (NOT ZORK), if you stand at Y2 and 
wait, then a hollow voice booms PLUGH - which turns out to be a magic word for 
transporting you back to the building. In ZORK, if you type in PLUGH then it responds 
A hollow voice booms CRETIN/ 

GRANITE - There are, I think, three granite walls in ZORK. 1 have not found any use 
for them. They are very clearly marked on INFOCOJVTs own map of ZORK. Are they 
entrances to the Thief s secret passages? Does anyone know their purpose? On the 
mainframe if you type in GRANITE it responds l I think you are taking this thing for 
granite!' 

Don*i read any further unless you have cither solved ZORK I or don't 
intend Ui try! 

ECHO - On all versions I have seen this changes the Loud Koom so that you can pick up 
the bar. The fuller solution, which does NOT work on the mainframe, is to open the 
dam, wait for the reservoir to empty, close the dam, and nip down and pick up the bar 
w In le the reservoir is refilling - the noise is from the water going over the top of the dam. 
EXORCISE - On the mainframe you just get the Bell, Book, and Candle, go to the 
Entrance to Hades, and type in EXORCISE. Not so easy on the microf - EXORCI SE 
SPIRITS responds with 'You must perform the ceremony'. So here is a case where they 
had a simple solution on the mainframe and removed it. Now vou must go through the 
whole rigmarole of RING BELL. GET CANDLES. LIGHT MATCH, LIGHT 
CANDLES WITH MATCH. READ PRAYER, 

ODYSSEUS ULYSSES -The lull solution to getting past the cyclops involves feeding 
him hot peppers, then giving him a drugged drink of water to put him to sleep. The 
magit: word stares him so that he smashes a route from the Cyclops Room to the Living 
Room for you. This not only saves time in getting rid of him, but also does away with the 
need for the key, the graie b and the other half of the maze! (Doing this also stops the thief 
from barring the trapdoor.) On the mainframe you also get 10 points for entering the 
Secret Passage which the Cyclops uncovers, presumably this is another reason for making 
the prayer an acrostic about Ulysses (look at the first letter of each line of it f) - so as to 
give you a hint on how to get those last ten points! 

PRAY - I didn't discover this until a year after I successfully completed ZORK 1. It 
transports you and anything which you are carrying (such as the coffin, which otherwise 
appears impossible to extract from the Altar area) to the forest. The alternative is to pick 
up ihe coffin as early as possible in the game and drop it immediately. The thief will then 
lake it and you can retrieve it later from his room at your leisure. 

GERONIMO- On the mainframe, at the ut[> of [he Li\]^. ihere is ;s wooden barrel, if you 
climb in you rind the word t iK RON I MO etched on the side of it. Typing GERONIMO 
makes the barrel, with you in it, go over the fails. No, you don't survive! It was quite fun 
though, shame they left it out on the micro! 

Short cuts; 

RUB MIRROR to transport yourself from one side of the reservoir to the other. 
Rather than wasting lime getting into the boat with the sceptre, then having to repair the 
boat with the gunk, rust PUT SCEPTRE IN BOAT, then it doesn't puncture it. Or, 
even better, wave the sceptre from the OTHER end of the rainbow. 
Rather than going through all the rigmarole with the basket, lowering it down the shaft 
with everything in it, try going into the Draughty Room very early in the game - 
sometimes, on some versions, on some computers, it lets you walk in and out carrying as 
much as you Like! 



Do YOU know of any other short cuts or alternative solutions? 



John Sweeney 
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FIRST STEPS.... FIRST STEPS.... FIRST T. 



MAKING IT 

MOVE 



Mark Hutchinson's regular 
column for beginners 



In issue 27 I said that GRAPHICS 0 and GRAPHICS 8 
were similar. Perhaps you would like some further 
explanation? Each mode has the same colour attributes, i.e, a 
border, a background and a point on the background thai is 
the same colour as the background but which can have a 
different luminosity. Each can be addressed down to a single 
pixel though GRAPHICS 0 is addressed in a block of 8 by 8 to 
make up a character. 

The interesting part is that, if von can address 
GRAPHICS 8 using a similar block, you can write to this 
mode as if it were GRAPHICS 0. I have included LISTING 
1 as an example of how this can be done. Obviously, being in 
Basic, it is slower than the operating system but it can come in 
useful. 

The screen pointer (88,89) starts at the top left hand side 
of the screen. If you POKE any number here it would show as 
a character in a text mode, or as a coloured point in graphics 
modes. 

Location 57344 is the start of 1024 bytes that hold the 
character set. Each character is 8 horizontal lines of one byte 
each. So 1024/8 gives 128 characters. These can be toggled 
with the inverse key (using an OR operation) to give another 
128 characters. For more information, I would recommend the 
purchase of a good memory map. 

The basis of the example lifting is to to recognise the 
character required, look up the appropriate location, get the 
character data and then produce this data, one line at a time, as 
a block on the screen. When you RUN the program, you will 
see the character written quite slowly. 

GETTING A MOVE ON 

This issue I would like to have a look at movement 
(ANIMATION to programmers), Movement, without using 
Player Missile Graphics, comes in two forms. One form, 
published in issue 25 by Allan Knopp and in the last FIRST 
STEPS column, is called page nipping. This is where you 
draw several pages, with slight variations in each, and flick 
through them very fast to simulate movement. The other 
method is redrawing which is what we will look at now. 

Moving a figure on a screen has to be done in steps. First 
the figure must be drawn in one location, then drawn (perhaps 
slightly different) in another position. Normally this is done 
by drawing the figure in a certain colour on the screen, 
redrawing in the same position using the background colour 
(effectively hiding the figure), then moving to another position 
and redrawing using the first colour. LISTING 2 is a good 
example of this technique. A variation of this theme is to use 
the colours of the points to create movement. You may wish to 
review the last column for details of COLOR and 
SETCOLOR. 



COLOUR CYCLING 

Now let's look at how LISTING 3 works. A row of 
characters is set up, each one us ins; a different colour register. 
The colours are then shifted from one register to another in a 
cycle thus making the figure appear to change places. Your 
homework is to try this out in GRAPHICS 7, making a 
straight line (remember the robot eyes in Battlestar Galactica, 
the car in Knight Rider?), 

Remember I mentioned memory locations 88 and 89 at 
the start of this article? One of the reasons is that you can place 
points directly on the screen using POKE instead of the slower 
PRINT or PLOT. A few years ago I was given a 
demonstration of this technique, a program called 'BUGS 1 
written (in Basic) by none other than Les Ellingham! - it was 
FAST. 

USING PRINT 

PRINT can, however, still be used to animate the screen 
with reasonable speed. It is, after all, a form of redrawing. It 
can be slow and jerky but can have uses in graphic modes. 
Text modes 1 and 2 use upper case characters only, but they 
use the same SETCOLOR statements as the four COLOR 
statements. So if we were to print, say, ABCDEFGH, the four 
registers would be used for ABCD and then repeated for 
EFGH. Remember last time that I said GRAPHICS 7 uses 
only four COLOR statements? Well wc can in fact print 
characters to a graphics screen, only thy will show r as colour 
points only rather than letters. One of the reasons for using 
PRINT in a graphics mode is partly for speed. The character 
contains the colour register and the point does not need to use 
PLOT every time. Another good point is that the drawing can 
be stored as a string and ATARI is renowned for its speed in 
string handling, 

LISTING 4 will demonstrate the speed of using a string 
instead of trying to PLOT points, I have also used the 
OR A WTO statement to show that drawing lines is just as fast 
this way as using a string but I wanted to point out the 
convenience of a using string - a method which I am sure 
many of you were not aware of. 

LISTING 5 is a complex diagram stored as a string. Try 
this out using PLOT and DRAWTO and see if it just as fast. 
Experiment with character strings and different COLOR and 
SETCOLOR values and you should be able to build up some 
good graphics of your own. 

I hope that this article will stimulate you enough to try 
out some of your own exercises, you will only become 
proficient by practice! 
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REM FIRST STEPS - PAGE 
REM 

REM M HHHH K LISTING 1 H HHMMM 
REM 

REM *** Set up string and initial 
h, Y position, 
GG 10 DIM TEXT5 C301 : H-ll l V-88 : COLOR 1 : TEH 

TS='*THIS 15 GRAPHICS 6"; GRAPHICS 8 
zc i-9 rem *** Get screen pointer and poke 
initial position. 

TD 28 H1=PFEKC00) +PEEK C69)*Z56 :M2=M1+Y*4e 

♦HUP LEU ITEXT$1 ~0 THEN END 
MS z? rem ***** Change character to atascii 

valUO, keep it within set. 
UK 38 FOR SP = 1 TO LEN (TEHTf 3 ! H = A5C (TEXTS C 

SP,SP1):IF K>127 THEM H=H-12S 
HZ 39 REM ***** Upper case A graphics only. 
flJ 40 IF K>31 AND K<96 THEN H=H~32 : GOTO 6 

I 

KM 50 IF K<32 THEN M K+64 

jb 59 REM ***** insert into TENTS , 

RK 68 TEKTS f 5P , SP1 = CHR$ CK1 l NEMT 5P 

IN 70 FOR Z = l TO LEM(TEHT$9 ! X-A^C (TEMT$ (Z 

, ZU : H3=57344+K*B :FOR ME =8 TO 7 
HO 79 REM POKE it into screen Menorg . 

GF 80 POKE H2+ME*40 „ PEEK CH3+ME1 : NEMT HF : W 

2=H2+l!NEXT Z 

ug 90 ? "►►Em EECa!" 



Listing 1 



vz 

NH 
BH 
HJ 

GO 



REM FIRST STEPS - PAGE 
REM 

REM MKKKWH LISTING 2 *** 
REM 
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ANIMATION 



rem ***** set up Mode and print, 
GQ 18 GRAPHICS 3 : POKE 752,1:? 

[meb msnn □ gee mmm w.? ■■►see im 

es 9fc+48" 

ta 19 rem ***** Plot point with one colour, 

add some sound. 
MS 20 FOR K-0 TO 39: COLOR 1 : PLOT X , lO : FOR 
V-1S TO B STEP -IS SOUND 0 , H**6 * 18 j V i NE 
NT U 

HC 29 REM ***** Erase point with another 

colour, stop sound- 
OJ 30 FOR Tzl TO 15: NEXT T:COLOR 0:PLOT M 

j 10 £ NEMT H: SOUND 0,0,0,0 
CM 39 REM ***** That's all. 

mi 48 2 "k>*ehi Eaans" 



Listing 2 



YZ 1 REM FIRST STEPS - PAGE 6 ISSUE 28 
NH 2 REM 

CD 3 REM WW W W W W LISTING 3 WWW W W 
HJ 4 REM 

LE 3 REM *** Set up node £ print string. 

KM 10 GRAPHICS 18: FOR P=0 T8 3 : POKE 788 + P 
, 2+4*tP:NEKT Pi FOR X=B TO 19 STEP 4 :P0S 
ition x, 5 : ? txb ; "AaEH" : next n 

bs 19 rem *** save a register colour. 

FZ 28 FOR CN=1 TO 188 : PP-PEEK C711J 

LK 29 REM ***** Cycle register colours. 

ML 38 POKE 711 j PEEK 17101 i POKE 710,PEEK(70 

9) :POKE 789 # PEEK £788) : POKE 708,PP:F0R 

TM=1 TO 5JNFMT TMSMFKT €N 



Listing 3 



VZ 1 REM FIRST STEPS - PAGE 8 ISSUE 20 
NH 2 REM 

CE 3 REM W WWMM W LISTING 4 MKMMW t t 
HJ 4 REM 

HH 9 REM ***** Set up screen and use plot 
only 

NH 18 GRAPHICS 3 : POKE 752 , 1 : C=l : POKE 718, 
98: FOR X=13 TO 74: FOR V~0 TO 19 : COLOR 
C : PLOT H , Y S NEXT Y : C=C+1 : NEXT M 

OG 20 POKE 7 64,255:2 "»4 fg3^B fTTH fTJ3 Flfl 

PP 38 IF PEEK £7641 =255 THEN 30 

RS 39 REM ***** set up screen and use PLOT 

and DRAMTO. 
JE 48 GRAPHICS 3 i POKE 752 , 1 : C=i i POKE 718, 

98; FOR X=13 TO 24 :Y=B: COLOR C r PLOT M , Y 

: DRAMTO X, Y+19:C=C*1 ;MEXT X 
OJ SO POKE 784,255!? " t-X UaSM VTXl IP] 



c o h n n li r 



SS 88 IF PEEK C 7641 =25 5 THEN 68 

HP 69 REM **** Set Up screen & use string. 

10 70 GRAPHICS 3 1 POKE 752, ll POKE 7l8 f 90:F 

OR Y=0 TO 19: POSITION 13, Yx? H6; "123*1 

2341234":NENT Y 
OM 80 POKE 764,255;? 14 ►>Lii*B EEEJ CH3 HE 



r DM I 1 N IJh 



UU 90 IF PEEK (7641=255 THEN 90 



Listing 4 



YZ 1 

NH 2 

DU 3 

NJ 4 

MP 3 



REM FIRST STEPS - PAGE 6 ISSUE 28 
REM 

REM MM H HUM LISTING 5 KMie M MM 
REM 



REN ***** Dimension string, DATA for 
first half of string, 
cz io clr -.bin g$ cii2i ; g$ ti , sei =■■41111223 

411112334111133341112 33341112 333412123 
3343412111" 

DH 19 REM ***** Dimension second half of 
of string. Graphics node. 
(USE 3, 5, OR 71 . 
BY 20 GS (57, 1121 ="342 1211342 21 21342221 242 
424241313 131 2424 2 4 23131 31 32324232" :GRA 
PHICS 3 

IM 29 REM ***** Print String as a matrix of 
16 rows (Pi A seven columns 
HH 38 FOR P=l TO 16:P0SITI0N 10,8+P:2 t*6 ; 
GS(P*7-6,P*71 :NEKT P 

Listing 5 
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XWOR D 



CROSSWORD MAKER 



by Jim Flewker 



XWORD is designed to print out crossword puzzles of 
various sizes. It will not do the thinking for you, but it will 
print blank grids, puzzles, solutions^ and (using a separate 
program) clues. The program has been designed to work with 
Epson-compatible printers, although it should be easy to adapt 
it for other 80-column and 10-column printers, 

XWORD will create a grid up to 17 spaces wide by 17 
deep, square or oblong in shape. An odd number of spaces 
must be used. Words and black squares may then be inserted 
on screen, and two kinds of symmetry can be used 
automatically when placing black squares. The grid may be 
primed at any stage, as a puzzle or as the solution, with 
answers. The separate program XCLUKS prints clues in two 
columns for those not wishing to use a word processor. A 
joystick is required to move the cursor around ill the end. 

The Clue Numbering is slightly different from normal 
crosswords. Instead of printing large boxes containing a 
number for each word, I opted for smaller boxes and a 
co-ordinate system - letters along the top and numbers down 
the side. This enables the start of any word to be located by a 
code such as a I , g9, etc. 

HOW TO USE THE PROGRAM 

When run the program will ask you to decide the size and 
shape of your puzzle and its symmetry if any. The screen will 
blank briefly and the grid will appear a few seconds later. It is 
probably a good idea to print out the empty grid and use it to 
design your puzzle on paper. After that you could fill in black 
squares or place words in any order you wish. 

The top screen line shows the main menu choices from 
which you choose. If you want to add either words or blacks, 
you will see that the option number is already printed lor you 

- just press return. For another choice, type the number and 
press return. 

OPTIONS 

Add - Select this to fill the grid and use the joystick to move 
the flashing cursor around the grid. It cannot go outside of it. 
On selecting Add you see various sub options and keys 
displayed:- 

- ESCAPK will return you to the main menu (as will some 
errors). 

- OPTION alters (or turns off) the symmetry for black spaces. 

- SELECT toggles direction of word placement. 

- START allows you to enter a word, which will begin at the 
current cursor position. Confirm that start and direction are 
right by pressing RETURN entering anything else returns 
you to the menu. The program will first check that the word 
fits in the grid and if so, will place it for you. Note that no 
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Requires Epson compatible printer 

other checks are made, so you can place words across blacks 
and existing letters, 

- JOYSTICK TRIGGER fills a black square or several, 
depending on symmetry). On screen, black spaces are shown 
as dots. You can't erase a dot but you CAN place a word over 
it. 

Symmetry - You may prefer to do without this altogether, or 
you can choose between two types:- 

DIAGONAL symmetry which creates a puz/.le like those 
often seen in newspapers, with each corner mirroring the one 
diagonally opposite. You can work on the top half of the grid 
and your pattern will be mirrored below. 
FOUR -SQUARE symmetry in which each quarter of the total 
grid mirrors the others, You need only block in the top 
left-hand quarter of the grid. Indeed you will find that the 
cursor will alw ays return to that area when you fill blacks 
using this symmetry. 

Print - You can print at any stage, with or without answers. 
You are then returned to the main menu. 

Clues - Because this is a separate program, you are asked if 
you have finished printing your crossword (and solution) 
before proceeding. (No means of storing the puzzles on disk 
has been provided - you could add one!) 

Restart - Again you are asked to confirm your choice before 
the current creation is lost for ever, 

PROGRAM NOTES 

The screen grid: in order to provide a good-sized puzzle grid 
on screen without scroll ing ? the right amount of black 
horizontal lines are created by setting up a new display list in 
page 6. The lines are simply two blank scan lines between 
normal text lines. The vertical lines are CHRS( 124). 
Storage of puzzle data: characters are merely printed on screen 
and, for hard copy, peeked directly from screen memory. 
Some conversion is needed from internal codes to ASCII and 
Epson equivalents before these are sent to the printer. 
Printer routines: On printout the above data is interspersed 
with strings which contain the values of Hpson graphics 
characters. These strings are built to the right size by the 
subroutine in lines 100-120, from the elements given in lines 
5410-5430, You can alter those to suit your printer. More 
details of printer commands are given in REMs 8050-8090. 



ei i 

NR Z 
LB 3 
SG 4 
EC S 
12 6 
ED 7 
HO * 



REM H M HK K HK KM H KMH H K HH KM HH M K HM M HH HK-M 

REM * X WORD * 

RFM m by * 

REM * JIM FLEHKER * 

REM * — — - * 

REM « PAGE 6 MAGAZINE - ENGLAND * 

REM MM KM If MM MM BUMHMKMBKHKMH KM K M MM 

REM 

HK 10 N40=40;NS6=N46+iu 

FL 2D DIM PT0PSCH4B) ,PRIH$CH46> ,PB0T$CH40 

3 * TEMPS CN40) , INS CI 7) , P HEAPS fN403 
ZZ 38 DIH BLANKS £373 . MIPS CZ3 ,ENStZ3 , ESCS < 

11 , BELLS C5> ,flBCS (343 ,65(16) 
ZP 40 C0NSOL=53279:DL=153G: SIZE=188 : HE ABE 

R=15B!SELECT=2BB 
IL 50 MIPE=250 : TRIG=3Q6 i DELAY1=406 : DELAY2 

=450 i 0PTX0N=5D0 ; VMIN=3 
GJ 60 BELL$=CHR$<253> i BELL $ C23 = "+ + " : E5C 

S-CHRS C273 : BS=* l EIi!^E/down ,, 
MV 70 BLANKS C 1 3 =" " ; BLANKS C373 =" " : BLANKS 

C2) -BLANKS 
MS S8 aBC$="abcd»fgKi jkiMnopq" 
jn *b goto sbbb 

5U *9 REM MWMJI!l.i.M!liilillJ J-HflirH 

CA 180 FOR REP = 1 TO HIO-1 

HD 110 TEMPS ILEHt TEMPS) +13 ^MIDSiNEHT REP 
NK 120 TEMPS CLENCTEMPS3 +11 =ENS i RETURN 

EN 150 PHEADS-" 

Cft 16B FOB REP=1 Tp HIP 

RS 170 PHEADS CLEH CPHEAD$> +1> = ABC$ CREP j REP 

3 : P HE AOS C LEN CPHEADSl +11 =" » 

TM 100 NCMT REP $ RETURN 

i f> 199 REM 1 J4Vm ■ ■ J J * ilTTTf 

UH 200 SOUND 8,81,10,6 

IV 219 G05UB DELAV1 

HLI 2ZB GOTO 23Q+DIR 

EE Z31 DIR=2 : DS^'along/GEEK?' : GOTO 240 

FK 232 DIR=l:DS-"OT!rH/clOWn- 

FJ 240 POSITION 11,0:? D$:SOUND O, 0, O, O :R 

ETURN 

RC 245 REM 

BT 2 SO SOUND 0,121,18,6 

KI 26 O POSITION 2, OS? BLANKS 

LA 270 POSITION 2,11? 

WC ZBO SOUND 0,0,0,0 

ZQ 290 RETURN 

FJ 299 REM 

IN 30O IF SYM=3 THEN 398 

UG 310 OFFSET=H-HMIN i H5=HHAH-0FF SET 

EK 320 0FF5ET=U-UMIN i VS-WMAK-OFFSCT 

HB 330 IF 5YM-J THEN 3SB 

FX 340 IF U>UMIN + DEP^2 THEN TE MP= U:U~;US:U 
S=TEMP 

LE 356 IF H> HMIN + MI D THEN TEMP=H ! H=HS ! H5= 



position n,u:? ■■r-icmze: return 



BLANKS 





TEMP 


uu 


360 


HH 


370 


JS 


360 1 


YJ 


398 


FH 


39* 1 


LD 


400 


ZC 


410 1 


GC 


449 


TD 


450 1 


ZM 


468 


FG 


499 1 


UA 


508 


TN 


sie 


PH 


520 


PM 


530 . 


YH 


540 


00 


5 SO 


JI 


soe 


RP 


370 < 


HO 




HS 


leoe 


TL 


1010 


ZG 


lOZO 
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sition z,e:? " 0 Add B Print 
0 Clues □ Restart'* 

LO 1030 POSITION 3 r U? "1"; ! POSITION 2,1: 

INPUT CHOICE 

NP 104O IF CHOICE<l OR CHOICE>4 THEN ? BE 



LLS:GOTO 103B 
IK 1050 IF CHOICE-2 THEN GOS1JB OOOOlGOTO 
1010 

KG lOGO IF CHOICE= 3 THEN GOSUD 7B0Q:G0T0 

ieie 

BJ 1070 IF CH0ICE=4 THEN 10060 

BL 1B70 POSITION 2,0:? " ******* "jBS;" d 

MJAfirr sum: ":gosub option 
uu HBO POSITION 2,1:? word *Q3 

H3» black Faai Henu" 
YO 1110 IF PEEK £7643 =29 THEN POKE 764,255 

:GOTO 1010 
ED 11ZO S=STICK C03 :IF 5=15 THEN 1190 
OF 113B H-H+Z»tS>4 ANP S <83 
TH 1140 H=N-Z»tS>B AMP S<123 
IH I15B U=0+IS=53 +CS=93 +fS=133 
OR 1160 0=U- CS/2 — INTCS/'23J 

ZV 1170 IF H<HMIN OR H> HHAX THEN H = HHJIN 
OS 1100 IF U{UHIK OR U> UMAX THEN V = UM1N 
YK ±1*0 LOCATE H , V , CX ! IF CM>127 THEN CH = C 
N-120 

EL 12O0 POSITION H,Vi? CURS CCK+12B3 
UG 1210 FOR DEL" 1 TO ID; H EH T DEL 
OM 12ZO PC-PEEK (CONSOLS 1 ; IF PC<7 THEN GOSU 
B PELAY1 

KB 1236 IF PC=5 THEN GOSUB SELECT : GOTO 11 
IB 

KB 1246 IF PC=6 THEN GOSUD 2600 ; GOTO 1690 
OK 1256 IF PC=3 THEN SYM- 5 YM+ 1 ! GOSUB OPTI 

OH! GOTO 1116 
AT 1268 IF STRIGCB)=0 THEN GOSUB TRIG 
ZR 1276 POSITION H,Mi? CHRS t CM) : FOB DEL =1 

TO 16i HE NT PEL 
OP 12BB GOTO 111B 
YH 1999 REM ■ JBV1 IJ 1 J. J J. L-— 
EI 2000 POSITION H.W:? CHRS CCM+12B3 
TG 201B POSITION 2,1:7 BLANKS 
OE 2026 POKE 764, 255 : POSITION 2,1;? "SEE 

■JLil-iai start A direction OK Y++"; 
ZY 2030 INPUT INS: IF I«SO"Y" THEN RETURN 
EG 2040 GOSUD MIPE 

TG ZB58 POSITION 2,8:7 "Your word" ; : IHPUT 
INS 

HF 2860 TH=HITV=U 

IH 2076 FOR N-2 TO LENCINS3 

FA ZOOS TH-TH + Zft(DIB = i3 ! T V=T V+ tDIRi 2> i NEK 
T N 

TN 209O IF TH>HMAM OR TU) UMAK THEN Z17B 

HI 2166 FOR H=l TO LEN CINS3 

IM 2118 POSITION HjU:? INS CN, N3 

AZ Z12B H=H+2«CQIR=1J :U-0+CPIR=2) 

HE 2J.3B NEXT H 

HC 2140 IF H> HMAK THEN H=HMAK 
FR Z15B IF U>UMAH THEN U=OHAK 
AU 2160 RETURN 

BN 2176 POSITION 2,6:? " fflliMMIHH 1 ' i GOSU 

B PELAY2 
BA 2160 RETURN 
BB 4999 REM lUi'U 
OF 50OB GRAPHICS B ! POKE 752,1 
LH 5B10 SETCOLOR Z , B , B : SET COLOR 1,0,12 
OB 5828 POSITION 11,1:? ■ W J. Wf .1 J! 1 J Jl ,t I 

SB* 4 STRAP 5540 
IH 5030 POSITION 2,3:? "KQHHB Enter an 

odd number up to 17" 
HLI 5040 INPUT HID: IF HID/ 2 =1 N T I WID/Z3 THE 

N ? BELLS: GOTO 50 JO 
FK 5858 IF HID) 1 7 THEN 7 BELLS : GOTO 5036 
DC 5660 POSITION 2,6 i? " ■■HiUlH Enter El * 

or a SQUARE puzzle" 
NF 5670 POSITIOH 16,0:? "or FTjJ*] film lilllilBJ 

m UP to 17'* 
HO 5800 IHPUT DEP:IF 0EP/2-IHT <DEP/ F 21 THE 

N 7 BELLS! GOTO 5B6B 
BD 58*8 IF DEP-1 THEN DEP- HID : GOTO 5150 
GG 5126 IF OEP> 17 THEN ? BELLS : GOTO 5060 
YC 5156 POSITIOH 2,14:? "BMBIIKFJIMmi Chaos 

e frow - " 

CN 5168 7 :7 "O Diagonal 0 Four-square 0 

NONE At 411" 
GG 5178 INPUT SYMlIF SYM<1 OR 5YM>3 THEN 

? BELLS: GOTO 5156 ^ — 
JL 52BB FOR REP=3 TB Zl STEP 2 pW 
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CO 521* POSITION 2, HEP:? BR LERSEBMAIT I 

Mi b^H ■ ■ bMH 

■SCREENflHlLLBBLAHfcB ■" 

CU 5228 NEKT PEP 

VO 5238 60SUB DELAY2 

EK 524© 7 P559-PEEK £559» ! POKE 559,8 

OA 5258 GHID = 1+EZ*HID3 :GDEP=1+£2*I>EPJ 

OY 5268 MARGIN=INTC(41-GHIP3^23 

IF 5288 MAK = GPEP + 6:ADR=22-£DEPi-lHTl[>EP/43 

1 

HS 5380 SETCBLOR 2 P li ( ieiSETCOL0R 4,11*6 
HO 5338 FOR N = &L TO 0L+68:F0KE N , 8 : NEKT H 
TH 5348 FOR REP-« TO 2; POKE SL+flCP, HZ 1 NE 
XT REP 

OA 5358 POKE DL + 3 # 66 i POKE DL + 4 , PEEK £603 :P 
OKE DL + S j. PEEK 1893 t POKE DL+6,2 

HY 536* FOR R-8 TO MAX STEP 2 ! POKE OL + N . 1 
q, • NEXT H 

GJ 5378 FOR N = 7 TO HAX + I STEP 2 i POKE DL+N 
2 i NEKT ■ 

EU 5388 FOR N=HAK+2 TO MAX* ADO : POKE DL + N , 

2 J REKT N:MAK=M8K+A&D 
IM 53*0 POKE HAK+i,6S:P0KE MAH+2,B:PQKE M 

ax+3,6 

PL 5486 POKE 568,0 ! POKE 561,6 

VT 5418 TEMP$=" 0'* ! MI^ = "Sr" i ENS = "P^j" ! GO 

SUB SIZE:PTOPS=TEHP$ 
RR 5426 TEMP?=» 0" : HIO* =' W : EN* ="eE" : GO 

SUB 5IZE:PRIH$=TEMPS 
bs 5438 TEMpS=" H , ':Ml[>Si= ,, ga , *:EN?= ,, 31 , ':G0 

SUB SIZEiPBOTS=TEMP$ 
FE 5448 GO SUB HEADER 
OK 5456 ABC$=PHEAD?C3) 
MS 5460 POSITION MAR6IN,2:7 ABC? 
AU 5476 FOR NUM=3 TO DEP + 2 i POSITI ON MARGI 

R-2,NUH:7 MUM-2 
CL 5480 FOR H=HARGIH TO MARGIN* £GHID- 1 J 5 

TEP 2 

GO 5438 POSITION O.NUH:? " I " : NEKT O 

NV 5588 POSITION MARGIN+6HIO * NUMi 7 HUM-2 

HQ 5510 NEKT NIJM 

00 552B HHIH=MARGlN+i!H=XMlN:HMAH=HMIN+GH 

ID-3 : WHAK-2+0EP i V=VHt« 
UM 55 JO POKE 559, P559J GOTO 1866 
OK 5548 SETCOLOR 2,5,2:603110 0ELAV2!? "*" 
SSETCOLQR ? P 0„8:GOTO 5828 



EA 0600 GOSUB UIPE 

ZE 8810 POSITION Zj8i? "Print Q as puzzle 

B with answers"! : INPUT MODE 
EG 8626 IF MODEtl OR MODE>2 THEN 6888 
EL 6038 SCR— PEEK 1PL + 4J *255*PEEK CI>L+S> 
TH 6840 SCR=SCR*126*l«ARGIN-U :POKE 559,8 
UL 0058 REM 
NO 8860 REM 
FT 607B REM 



chars. & jnidiret 


t i ona 1 


i 


jt nit. 813 


o sets spacing 1 


so there are no ( 





OR 0698 REM 
IZ 8180 OPEN 1*2 , 4. O, "P : " 
RF 8118 7 B2;ESC*I"i" jCNHl £18> 
UI 8128 7 tt2;ESCSi"R"!CMR*(18J :7 B2 ; ESC? J 
>'U";CHR$ CI) 

ym 5138 ? m ; esc? ; "<»■■; chrs cb3 

or 8146 7 B2;PHEAD5:7 »2;RT0PS 

GO 0158 FOR HUM=1 TO DEP I ? tt2;NUW?:IF HUH 

<ie then 7 ttz; 14 "; 

HR 6168 FOR 8 = 1 TO 6NI6 

KH 8178 BYTE— PEEK f SCR+NJ flF BVTE=124 THEM 
BYTE=1B2 

HZ 6186 IF BVTE=84 THEN BYTE=2tS 

ZH 8198 IF OYTE<?b THEN BYTE=8YTE+32 

BK ©268 IF MOOE-l AND i*YTL>32 AN 6 BYTE <12 

8 THEN B¥TE=32 
EJ 8216 ? B2iCHRS«BYTE3 I sNEXT N:SCR=SCR*4 

p!7 H2;CHR$ C155J ; 
CL 0228 IF HUM=DEP THEN ? »2;PBOTS 
FS 0238 IF NUH<OEP THEN ? *2jPRIN$ 
HI 8248 NEKT HUH 

RU B25B CLOSE H2 : POKE 559, P559 
ZD 8260 MOOE = l:RETU Pil 
FT B999 REM MMtXM 
EB 9686 COSUB WIPE 

IM 981B POSITION 2 P B:7 "[3D Print puzzle * 

solution first!" 

in 9BZ0 POSITION 2,1 : ^ "CnEl separate CLUE 

s program y+*";: INPUT ins 
HO 9B3B IF IMSO"Y" THEN RETURN 
GP 9040 HUH "OiHCLUES" 

QC 18600 GBSUB WIPE 

act 16818 POSITION 2,0:? "Confirn Restart 
v j 

HF 1882B INPUT IN*: IF IN$<>"Y" THEN 1816 
EG 10168 CLH iRUN 



EI I REM B HH H M M WM H HM H HllMMM M HWKMX H llHKMmH * 

HF 2 HEM * K-HORP CLUE MAKER * 

LR 3 REM * 5y * 

SG 4 REM * JIM FLEWKER * 

EC S REM! * — ~ — — — — — — — *r 

IZ 6 REM * PAGE 6 MAGAZINE - ENGLAND * 

EO 7 REM N M HW M H mi M m i KN MH MHMMH N N M mtWit HN U M 

N8 9 REM 

ON 18 REM HI im d tH * t * ™ « 

BK 26 AIM CLUE? C38BB3 , TEMPS 11263 , E5CS £1J , 

BLANKS C128I , A? C133 
Z8 38 OLAHKStilw" " ! BLANK? CI 28 J - BLANK 

?C2l=OLANK$ 
ZZ 48 ESG$=CHRS (271 
ON 58 GRAPHICS 8 : POKE 752,1 
SN 60 SETCOLOR 1,7.2: SETCOLOR 2,7,8 

60 76 GOTO 1,'fl 

UP 79 REM P* J!rTI ™ 

OB 60 POSITION 2,3:7 " MmSSO '- ! ft? 
UC 96 POSITIBN 2,5*7 '^EnHB" J AS ; H 



AC 100 POSITI ON 2,6;? 
l f 1 1 . J '^HHHHHJ 1 ■ 

PB 118 POSITION 2,9:7 OLfi»K$:POKE 752,6 
SZ 128 POSITION 1,9: INPUT TEMP? ! IF TEMP*= 

"" THEN TEMP^LC ; RETURN 
DVI 136 IF LEN CTEMP?3 >36 THEN CR = CR + 1 
KR 148 CLUE* €LC+1J=TEMP?! CLUES CLENCCLUESJ 

+11 =CHRS C1553 
AO 150 CR=CR+l:LC-LEHCCLUE?> 
MM 168 POKE 752 , 1 ; GOTO 116 

NO 169 REM ■Llh W . N M.F. I .IJl.lJJJ.l^lkH.tXa 

PC 178 POSITION 12,1:? 



HR 188 CR=3:AS=" 
TO 198 GOSUO 08 : A^TEMP : L IWES=CR 

cm 208 AS^MaBEEMI'l+M —cosuB »^ 

DD 216 POSITION 1,9 J? 



HUH PRINT TWi 



TC 220 OPE H tt2,4,B,"P:" 
SO 236 7 ttZ;ESC$;"B" 

ZU 2*8 7 »2;ESCS? ,1 1 M JCHRSC21 ;ESCS;"»"; CHR 
S C403 

02 StSB 7 «2;"ialong:-" 

2H 268 7 tt? ; CLUES CI , A3 
LZ 270 FOR N=l TO LINES 

LK 288 7 »2?ESCS;"J"?C«RS £363 ; : NEKT H 
HY 2*8 7 «2jESC5;-0"i 

IM 380 7 tt2;ESCS;"l"jCHHSr4i> !? H2;ESC?;" 

Q»|CHRS £793 t 
08 310 7 S2 j lk OOMN : -*' 
OP 320 ? t*2 i CLUES £A+1, LC) 
LR 338 CLOSE B2 

GO 346 POKE 764,255:7 "ENTER CLUES AGAIN? 
£Y^N3 " 

NO 358 IF PEEK £7643 =43 THEN POKE 764,255: 
RUN 

OA 352 IF PEE K < 7 643 =35 THEN POKE 764,255; 

? CHRSC1Z5» : END 
PB 354 GOTO 358 

gi 368 REM in reverse direction, lines 
RZ 378 REM 248 and 360 set margins so 
mj 360 rem clues print in 2 columns of 
SL 396 REM 30 characters as Been on 
XL 486 rem screen. 

TO 418 REM Change to suit your printer. 
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TOMAHAWK 




Digital 

Integration 

XL XE only 

64k disk 

£14,95 

64k cassette 

£9.95 

1 Player 

Joystick 



New trends fade almost as fast as 
they are introduced, but flight simulators 
seem to be as popular as ever. This one 
from Digital Integration is, in effect, an 
Atari follow-up to their previous smash 
hit, Fighter Pilot, This time out it's 
based around a helicopter rather than a 
jet tighter, the chopper in question being 
the L\S. Army AH-64A Apache. 

TOMAHAWK appears to be an 
enhanced version of it's predecessor. The 
graphic display is virtually identical and' 
the screen view and accompanying 
instrument panel will be familiar to all 
Fighter Pilot fans. There are various 
improvements here and there, of course - 
and no fiddly 'Lenslock* to contend with 
either! 

All the usual flight options have 
been retained, but TOMAHAWK is a 
much more complicated beast than it's 
Fighter Pilot counterpart and more 
keyboard controls are required to operate 
it. This shouldn't cause any headache* 
for flight addicts though. 

The in-flight graphics have been 
spruced up no end and the game boasts 
over 7000 ground features which are 
mainly in 3-D> and the geometrical 
shapes have a certain feeling of depth to 
them raLher than the usual vague outlines 
often found in this type of game. D.I/s 
3-D 'real world' display includes landing 
pads, buildings, trees, transmission 
pylons, mountains, enemy tanks, field 
guns and helicopters, so there's plenty to 
get excited about. 

TOMAHAWK is a genuine luxury 
product with all the trimmings. If you're 
into flight simulators, don't miss it!! * 




PHANTOM 




Tynesoft 
48k disk 
£9.95 
^ 48k cassette 

r £7,95 
1 Player 

Joystick 



Tynesoft have taken a lot of stick 
from me for the awful Jccset Willy but 
they've made amends with PHANTOM, 
a brilliant arcade adventure which should 
help restore their credibility. 

The scene is set as follows:- Those 
darn ghosts have been creating havoc 
again. As Professor of Astro-Physics 
with more than a passing interest in 
Psychic Phenomena you are well 
prepared for the situation. Equipped 
with your experimental nuclear 
accelerator you must destroy all the 
ghosts, monsters and other evil 
apparitions that live in the four buildings 
you have been asked to visit. 

Gameplay is based around a variety 
of maze type screens view T ed from above. 
There are several rooms per building and 
progressing through the rooms is 
accomplished by collecting a series of 
keys which allow you access to 
subsequent rooms. Your eventual aim is 



to reach the Transporter Room on the 
bottom floor of each building. You gain 
bonus points for clearing a room of it's 
'ghostly inhabitants, but overuse of your 
weapon will drain your reactor, and 
isotope power packs are few and far 
between. A close encounter with an 
apparition will accelerate your ECG rate. 
If it reaches 100 BPM it 's curtains for 
you, so a degree of caution is advisable. 
A superb control panel situated below 
the maze lets you keep track of all these 
important readouts. 

Graphics j colour and animation are 
beyond criticism and the background 
music, which changes repeatedly during 
gameplay., is quality stuff. Maybe 
PHANTOM isn't quite as complex as 
other games in this format, but it's far 
easier to get to grips with than most of 
them and should therefore have a much 
wider appeal. Top marks for this one 
Tynesoft. It's a winner all the way!! • 



More 
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ASTRO-DROID 




Red Rat 
48k Disk 
£9.95 

48k Cassette 

£7.95 

1 Player 

Joystick 



This one was written by the author 
of Screaming Wings and it shows as 
ASTRO-DROID is basically a futuristic 
version of Paul Craven's previous effort 
for Red Rat. Indeed^ it might well have 
been called SCREAMING WINGS 
2001! 

The game scenario speaks of Reldan 
Fighters and Neutron-powered Star 
Craft and suchlike, but you can forget 
the blurb as this is more or less another 
Uridium clone. Quite obviously it's Red 
Rat'S bid to cash in on the success of 
Warhawk and this should be enough to 



WHO DARES WINS II 




A GUN LAW clone from Tynesoft 
which follows the Commando theme 
popularised by many recent computer 
games. 

Armed with an automatic rifle and 
12 grenades you must embark on a 
desperate mission to rescue prisoners 
held captive in enemy garrisons. Each 
subsequent mission becomes a survival 
quest as you tackle the endless hoardes of 
defending troops and crack snipers. 

Extra points are awarded for 
destroying enemy trains , jeeps, boats, 
staff cars and tanks, with a bonus life 
arriving at 10,000 points. You also gain 
an additional 6 grenades for each 
captured outpost. 

The title screen is well designed and 
the background music - 'The Great 
Escape' - quite appropriate, but the 
game is let down in other departments* 
The use of colour for instance, is 
nothing short of diabolical. What you get 
are green trees and then everything else 
in shades of yucky brown. It's like an 



tell you that ASTRO-DROID is a 
vertical scrolling space-zapper. 
The flight over the Reldan 
mega -craft is identical to the flight over 
the asteroid station in Warhawk, but the 
alien space-fighters are faster, meaner 
and altogether more deadly, Destroying 
'C targets will transform your 
Astro-Pro id into an invincible 
attack-ship and, believe me, this is the 
only way you'll negotiate your way 
through some of the alien attack 
formations. Not even Luke Sky walker 
could weave his way safely through that 
lot! 

Graphically ASTRO-DROID has 
the edge over Warhawk, but it's main 
drawback (for people like me : iis that h\ 
a bit of a toughie. The instructions 
mention bonus sections in deep spate but 
I've never lasted the pace sufficient to 
encounter any. Definitely one for all 
those poor suffering mega -players who 
can't find a difficult enough Atari game 
to sink their teeth into. 

Apart from that, it has brilliant 
graphics, reasonable sound effects, 
original music, and challenging 
game play. Red Rat have done it again. 
W r ho needs English Software anyway?? 



Tynesoft 
XL XE only 
Disk £9,95 
Cassette £7,95 
1 Player 
Joystick 

explosion in a sewage factory!! 
Not a bad game by any 

standards pity about those colours 

though' • 



RIVER RALLY 



Red Rat 

48k cassette only £2,99 
1/2 Players Joystick 



A budget release from Red Rat 
which is primarily a 2-player race game. 
A winding river forms the backdrop, 
twisting and turning in every direction, 
and the players must compete for sunken 
treasure which must then be safely 
deposited in their respective banks. 
Staying on course is the main problem, 
especially when you give the boat a touch 
of throttle. It's like hitting the 
turbo-boost on a Knight Rider 'Kit 1 car 




GAURl 

VERS 
DANDY DJ 

Paul Blazeby finds theor 



and the boat responds instantly by 
careering headlong out of control. 
Fortunately, ramps ean be used to 
negotiate the river banks. A handy item 
these! [ 

Various dirty tricks can be used to 
hinder your opponent, such as laying 
mines for them to crash into or stealing 
their money by colliding with their boat 
- anything goes really. 

The game features a split screen 
view and the graphics are reasonably well 
done apart from the boats themselves, 
which are primitive PMG's without any 
elaborate shape or form. 

Nothing earth-shattering about this 
one, but it's worth it's place in the 
budget market • 
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JMTLET 
iRSUS 

DUNGEONS 

the original Gauntlet 



Gauntlet versus Dandy Dungeons? 
Who, has ever heard of or seen Dandy 
Dungeons? 

For the benefit of the unenlightened 
amongst you let me give you a bit of 
background information. As most 
readers probably know Gauntlet has 
been the smash hit of the arcades for the 
last year or so - the ultimate two player 
game! Dandy Dungeons is very similar, 
in fact the gameplay is almost exactly the 
same. HA! So it's just a rip-off of that 
old favourite Gauntlet, eh? Well, no. To 
be more precise Gauntlet is just a rip-off 
of that old favourite Dandy Dungeons! 

Many years ago APX (Atari 
Program Exchange), then a division of 
Atari Inc., released a game by John 
Falevitchj who also wrote Deep Blue C. 
This game was Dandy Dungeons, The 
idea of the game was simply survive as 
long as possible, collecting, shooting, and 



using various items whilst avoiding 
numerous foes. Many years later Atari 
Coin-Op converted this almost forgotten 
game into the classic arcade machine 
Gauntlet. The rest, as they say^ is 
history, 

GAUNTLET 

Many moons ago U.S. Gold 
announced the 'imminent' release of the 
arcade classic Gauntlet on various home 
computers. Gauntlet fans rejoiced 
everywhere. In somewhat 'Sinclair style' 
the release of the game was delayed 
although a few, bug-ridden^ versions did 
reach the shops. (US Gold denied this 
but then withdrew the game to make 
some * minor alterations'). Eventually the 
game was re-released and at last Gauntlet 
gurus everywhere could sample the real 
thing at home! I wasted no time in 
getting the game, this was one game 
where I felt money was no object! 

I booted up my disk and 
waited... and waited... and waited! The 
game takes simply eons to load as 
whoever did the protection on this really 
went to town! My disk drive chugged, 
grinded, and grunted for what seemed an 
age with only a simple message on screen 
informing me that Gauntlet was loading. 
Eventually I was greeted with a good 
title page and some fine title music. I 
chose the wizard and the disk chugged 
once more. Finally a message appeared 
telling me to flip my disk. After 
completing this task I was finally greeted 
with the dungeon and my wizard. There 
I was! Me, the wizard, in my very own 
dungeon t Yeuugh! Ii was vile] The 
wizard was indescribably blocky and 
yukky whilst the dungeon was almost 
totally lacking in any interesting detail at 
all. There was nothing but the wizard on 
the screen so, foolishly , I advanced. 
Animation of the wizard was reasonably 
good and I decided that maybe Gauntlet 
wasn't as bad as my first impressions had 
lead me to believe. Soon I meet my first 
hoard of ghosts. I ran and shot at them as 
they jerked after mefyes, JERKED!). 
Regrettably the game grew worse as it 
went on. 

You start with so much energy that 
you can last for so long that the game 
gets boring. The graphics are only 
average, colours are a bit off, the ghosts 
and other meanics jerk around the screen 
in 'Spectrum' fashion, whilst the player 
begins to wonder what the point of it all 
is. Most importantly the gameplay is 
poor. The collision registers seem a bit 
dodgy and movement is sluggish. Even 
on a two player game things get no 
better. Sound effects are almost 
non-existent. At least the title music is 
quite good. 



I am afraid in my opinion the 8-bit 
Atari version of Gauntlet is a 
non-starter. By the way, if you insert the 
disk on the wrong side you are greeted 
with a message telling you to flip the disk 
and press the *START + key. This is 
accompanied by a spinning animated 
disk which is clearly the best animation 
in the whole gamel 

DANDY DUNGEONS 

So this is the game that Gauntlet 
was based on? When I first saw it I never 
gave it a fair chance. After booting up I 
took one look at the graphics and 
movement j decided that it was no good 
and never tried it again. Sometime later 
after I had heard that it was the game 
that Gauntlet was based on I re-booted it 
with renewed vigour. This time I gave 
the game a fair run. The graphics are 
blocky but colourful. The animation is 
poor. The sound is almost non-existent. 
There are no different characters, only 
players 1 to 4 (yes 4) which are simply 
static shapes of a man with a large 
number (1-4) on. They jerk everywhere. 
Believe it or not I was hooked'! 

What sets Dandy Dungeons apart is 
the gameplay. It is almost identical to 
Gauntlet in the arcades which shows how 
closely Gauntlet was based on Dandy 
Dungeons, The game is simplicity in the 
extreme, and it works superbly. On the 
multiple player modes Dandy Dungeon 
is almost unbeatable and there is also a 
very big bonus - a dungeon editor! This 
means that the user can create new 
dungeons when he/she has completed the 
ones provided and they are incredibly 
easy to make. You can have an infinite 
number in one game by disk swapping 
(26 is the maximum on one disk.:. 

To me, there is simply no 
competition between Gauntlet and 
Dandy Dungeons, Despite all the 
advances in graphics and sound and the 
'technique' of modern Atari games, 
Dandy Dungeons is so far ahead in 
payability it is unbelievable. Gauntlet 
retails for about £8.95 on cassette and 
£12.95 on disk. Dandy Dungeons may 
be hardj verging on impossible to find 
but if you are lucky you may be able to 
get it at a bargain price. There arc a few 
places selling APX games for as little as 
£1,50 each! 

I know I have been hard on 
Gauntlet but I had expected so much 
after playing the arcade games that I felt 
so disappointed by the Atari version. 
The arcade Gauntlet is still the best for 
me, although I have great hopes for the 
ST version however I have a feeling that 
I may never hear those immortal words 
"The Wizard is going to die! 1 * on my 
computer!. * 
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Programming I 



NON STOP 

BASIC 



by Chris Fox 



Prevent your BASIC 
programs from being listed or 
stopped with this simple 
routine 



How often have you written a BASIC program that you 
want to protect from accidental BREAKs or SYSTEM 
RESETs? Perhaps you want CO prevent others from seeing the 
Listing or simply want to make your program look more 
professional? Worry no more, for NON STOP BASIC will do 
just this for you. 

The program is quite simple. It stores a machine code 
routine at location $100 (thus leaving Page 6 free for other 
programs) and simply disables the Break key and uses IOCB 
# to print' RUN' on the screen/ RETURN' it, and pass 
control back to BASIC. The SYSTEM RESET key is 
vectored to the program through CASINI so your own 
BASIC program will be run from the RESET key, 

POSSIBLE PROBLEMS 

There aTc a few problems you may run into with NON 
STOP, Firstly any BASIC errors will stop the program so all 
errors must be properly trapped. Secondly^ny statement 
which opens the Editor (e.g. Graphics calls) normally 
re-enables the Break key. NON STOP handles this by using a 
stage 1 VBI to constantly disable the Break key but if you use 
your own VBI you may have problems. If you do use a Stage 1 
VBI, change line 32050 to a REM and ensure that your VBI 
routine disables the Break key. This can be done by adding the 
following instructions to your routine. 

LDA sin 
AND #7F 
ORA #40 
ST A SD20E 
STAS10 

Finally some programs ( ERROR 1 or crash when run a 
second time. If you can't identify and alleviate this problem, 
then I am afraid that you won't be able to use NON STOP 
properly. 

USING NON STOP 

Simplicity itself! Just type in the listing and LIST it to 
disk or cassette. Load, or write, your program and ENTER 
the NON STOP listing. Change the first line of your program 
to GO SUB 32000 and you are away! 

Now when you write a program to keep the kids quiet, 
they will have to play it and not mess around with your code! 



EI 
51 
LR 
JZ 
EC 
T7 
EO 
MO 
TN 
H3K 
DO 
5M 
GY 
JH 
MM 
B n 
HU 

Ifi 

LU 

HF 

UL 



1 REM WHHH W UHKi 

2 RfM * 

3 REM * 

4 REM * 

5 REM * --• 



HON STOP BaSIC 
by 

CHRIS FOX 



» 

6 REM * PAGE & MAGAZINE - ENGLAND * 

7 REM MKKMWHMMttXMWKMUm H IWMMMMMMMKXKWK 

? REM 

37008 IF PEEKtS5=l THEN 32050 
32010 RESTORE 3 2100 : MC = 256 : E N=341 
32028 FOR K=MC TO EN : READ CODE 
32830 POKE Nj CODE s MEKT M : POKE 3,1 
32040 SR = U5R<At>R C'ffl ■ . [fl*4 El.h#")l 
32658 UBI=U5R (ADR C kl Qhl_4 r"> 3 "IS" 
32868 POKE 559* 34 : RESTORE : RETURN 
32870 REM — 

32100 DATA 162, 0, 142,14*210, 134, 1&, 142 
t &, 212,142,47, 2,168,11 ,148,66,3, 169 
32110 DATA 79,1*1,60,3,165,1,141,69,3, 
280, 169, 7,141, 72, 3, 142 , 73 , 3 , 148 , 25 2 , 2 
32120 DATA 173,2 55, 2,208, 31, 1&5, 17,240 
, 27,32,86, 228, I 69 , 6 , 168 , 61 , 162 , 1 , 76 
32130 DATA 92,228,165, 16,10,10,56, 106, 
74, 141 , 14 ,21B, 13 3, 16, .76,95, 228, 76, 116 
32140 DATA 2 28,29,29,02,85,78,28,28 



mi 
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YOUR AMENDMENTS REQUIRED 

We arc shortly starting work on a *I3est of PAGE 6' 
containing most of the program* and articles from the 
first 20 issues of PAGE 6. If you have made any 
improvements to the Listing* published in any of these 
issue* «c want to know, Vour amendments, if used will 
be credited to you in the published book. 

Please send in any amendment* on disk 
(preferably) or cassette which will he returned to you. 
JI you send h Jul] program rather [h:in ; mi ended lint* 
nnh, you Ml SI" enclosed a covering It Her stating what 
changes you have made and what lines arc involved. 
This is important as we cannot check through listings 
tn identif y than^us, II yimr amendments are a few lines 
only, you may just type ihem out or write them, 
provided you writing i* legible] 

Here's your chantu m share your 'improved' 
version* of PAGM fi. programs with others and, maybe, 
gain a bit «f l ame as well! 

Send it to PAGi- o, P.O. KOX 54, STAFFORD, $Tt« ll>H 



WHAT HAVE YOU MISSED? 



BACK ISSUES 



PAGE 6 back issues represent an excellent way of increasing 
the enjoyment of your Atari with articles to enlighten you, 
programs to type in and reviews of software to guide you. 
Almost all of the tonteni of past issues will be as fresh and 
relevant today as when it appeared - increase your enjoyment 
now, before it + s too late! 

ISSUE 19- The tirs L COVCfagC of the ST bill, not to be outdone, plenty for the 
H-bils, A great machine-language space game SECTOR 10, a super utility, 
Maglik, \i> keep track of your hooks J maqa/.Lnes plus The Chase. The 
*ccond pari of our scries on Display Lists, build your own Speech Synthesiser, 
,i review of in-JL-prh Adventure reviews and plenty more. 

ISSUE !ft-(;KAPHICS SPECIAL. A super special issue with a graphics 
[heme Draw some masterpieces with GRAPHICS WORKSHOP and explore 
your graphics potential with Colour Palette, Picloada, Colour Attributes and 
CIO Slideshow. An in-depth review of Printshop and Graphics Art 
Department, the final part of Display Lift! and the Adventure column. I I 
pages devoted to the ST plus a colour feature ATARI ART and ST 
GALLERY. And there's more! BLOCKBREAKER is one of the best games 
to have been published in any magazine. Don't miss it! 

ISSUE 21 - A packed issue with games, TRAIN CRAZY, Revenger and 
forklift. Utilities Scalemaster, Quick Disassembler and Measuring Tempera' 
lure. Programming hinti wiih Doing The Impossible f Error 8 Solved and THE 
GUIDE TO ERROR CODES, Reviews of Flight Simulator II, Hitchhiker^ 
tiuide to rhe Galaxy, and the latest Adventures. For the ST a DEGAS to NEO 
convener, Lattice C reviewed and reviews ot a whole host of software. 
ISSL"E 22 - More serious users will enjoy SMARTSHEET, a Visicalc like 
type-in spreadsheet, and our review ot Paperclip whds! e irncsters will puzzle 
over Tricky Cubes and uv to survive Hidden Dcprhs.. The Guide to Error 
Codes is concluded and there arc articles on Fractals , Tape Problems and some 
less -.^ clL known Adventures. Loads of review s and some great new routines for 
Hltitkhreaker. ST users will find out how to program Sprites and can read 
reviews on Time Bandit, Pro-Fortran 77, VIP Professional and more. 
ISSUE 23 - Another superb machine language game Water Ski School wi]] 
test your reflexes. Wordseareh will challenge those who like puzales and other 
liMingN include Superctown and the utilities Xref and Verify. A huge review of 
Ultima IV heads a comprehensive review section and Going Online Part 1 will 
Li \ i'i i j know if telecommunicarions is for you. ST owners can discover how to 
get a nigger screen on iheir colour monitor aner read reviews of Zoomraeks, 
Sierra On- Line adventures and Pro-Pascal amongst others. Also, is it worth 
adding a 5^ ' drive to your ST? 

ISSUE 24 - The biggest issue so far published! Great ST section with info 
about ST disks and cartridges and loads of reviews. For R-bit users there is 
MUNCH Y MADNESS, the best game we have ever published plus a super 
cheque book utility AUTO CHECK. Plus all about cheeking your disk drivei 
another game, more utilities* reviews of RAMBIT, Adventure games and lots 
mure. Too much in this issue to List fully! 

ISSUE 25 - Another biggie! A must for 1029 printer owners with 3 great utili- 
ties including a screen dump. A super Japanese chess game called SHOGI, a 
type in REVISION C BASIC, a full feature on disks and more. For ST, type 
in OTHELLO, reviews of LEADER BOARD and MEAN 18, Hints and Tips 
irul era! other reviews and articles, 

ISSUE 26 - SOLID MODELLING is one of rhe best programs we have pub- 
lished. Be creative! Other programs include SOURCE WRITER for machine 
ti>de programmers, FLEXIBLE FINGERS to help vuu type, NUTS and 
more. Reviews of TRIVIAL PURSUIT, DVC, 65, SPEED SCRIPT and 
much, much more, ST (.-•■•• ■ n- i- i all about HARD DISKS;, FAST 
BASltl, TYPESETTER HI. H E-.. DEGAS ELITE and read reviews on a 
whole lot more software- 

ISSUE 27 - Some cracking listings for the 8-bic In GREAT BRITAIN 
LTD. you can be the Chancellor and help run the country, COMPUTER 
GAMMON is a great Atari version of backgammon and there's ANTS IN 
YOUR PANTS, DISK COMMAND and others. There is a feature on word 
processing and stacks of reviews. The ST section includes an in-*depth review 
of ART DIRECTOR and a neat Little program to put scrolling stars on vour 
screen! Lots uf ic views including IIABAVIEW, K- SPREAD 2, K-WORD 
and many more, 



All back issues arc £1*20 each in the L\K„, £1*95 for Europe or 
surface mail elsewhere and £2.7 S for Air Mail outside Europe. 
Please make cheques postal orders payable to PAGE 6. Send 
your order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 IDR, 
ENGLAND. 

ACCESS and VISA accepted. Telephone 0785 21392:8. 



ON DISK 



All of the most recent issues of PAGE 6 are available on disk- 
including those out of prin t issues! 

A PAGE 6 Issue disk contains sill of the programs (except ST) 
from a particular issue, ready to run from a custom Menu, 
No more frustrating hours typing all those long programs. 
See just how good they are without the effort. 



ISSUE 14 - Contains COUNTERACTION, SUPPLY BLASTER, CROSS- 
WORD CREATOR. DEPTH CHARGE, ACCESS III, RAINBOW 
START, BASIC ANIMATION and TYPO II. 

ISSUE 1 5 - Contains THE WANDERER* KANGA, TICK TOCK, AUTO- 
CAR, THE BOOSTER and PLAYER MISSILE GRAPHICS 
ISSUE 16 - Contains BLACK BOX, FREEWAY ACE!, DRAUGHTS, 
TURN THE TABLES, AUTOCAR GRAPH and CHARACTER PLOT- 
TING programs. 

ISSUE 17 - Contains RENUM, SHOOTING GALLERY > X-Y-ZAF, 
INLAY CARDS, CASTLE MORGUE, MATTHEWS LABEL MAKER 
and several programs on ANTIC modes 4 5. 

ISSUE IS - Contains BERTIE, GRAND PRIX II, BLITZ, LISTER, 
STARS, TYPO 'i and several programs on Displav Lists. 

TSSUE 19 - Contains SNOWFALL, THE CHASE, MAGFILE, SECTOR 
10, STARKIES UTILITIES plus programs for the Speech Synthesiser and 
several programs on Display Lists. 

ISSUE 20 - Contains BLOCKHREAKER, GRAPHICS WORKSHOP, 
COLOUR PALETTE, PICLOADA, COLOUR ATTRIBUTES, CIO 
SLIDE SHOW plus more Display List programs and pictures for Graphics 
Workshop, 

ISSUE 21 - Contains REVENGER, TRAIN CRAZY, FORKLIFT, SCA- 
LEMASTER, DOING THE IMPOSSIBLE, QUICK DISASSEMBLER 
and MEASURING TEMPERATURE. 

ISSUE 22 - Contains SMARTSHEET, TRICKY CUKES two versions:, 
HIDDEN DEPTHS and new versions of BLOCKBREAKER DOUBLE 
SIDED DISK. * 

ISSUE 23 - Coniaim utilities XREF and VERIFY! Games SUPERCLOWN 
and WATER SKI SCHOOL fin machine language). The word puzzle game 
WORD SEARCH as well as COLOUR MAGIC demos and TWO BONUS 
programs!! 

ISSUE 24 - Contains the complex check balancing program AUTOCHECK 
and MUNCH V MADNESS, the best game we have ever published!. Plus 
another game FLYING HIGH and two superb utilities, SPEED CHECK and 
MENU A very full disk and not to be missed- 

ISSUE 25 - Contains the chess program SHOGI, a page flipping demo, 
BOUNCING BERT, and three 1029 printer utilities, LIST 1029, SCREEN 
DUMP and SMALL FONT. A must for all 1029 owners, 
ISSUE 26 - TWO virtually full sides with bonus screens for SOLID 
MODELLING! Check them out- Also SOURCE WRITER for machine code 
programmers, FLEXIBLE FINGERS ro help you tvpe, a game of NUTS, 
DESIGNER LABELS for EPSON printers and YOUR OWTM CURSOR plus 
any others in this issue. 

ISSUE 27 - Long Listings include GREAT BRITAIN LTD. and 
COMPUTER GAMMON, twoexccllcnr programs. DISK COMMAND 
adds new commands to BASIC and TIME SCREEN will give you a new 
screen with a clock for typing in those programs. Plus all the other bits and 
pieces on a full disk. 

PAGE 6 Issue disks will run on any 8-bit Atari with 48k or 64k 
memory. Each disk is just £1.95. Compare that for value! 

Order your disks from PAGE 6 by post from PAGE 6> 
P.O.BOX 54, STAFFORD. ST 16 IDR or by telephone using 
ACCESS or VISA on 0785 2 1392 S. 

Postage is FREE in ILK, Overseas please: add £1 per order 
(for any number of disks). 



LOTS MORE! 



Subscribers to PAGE 6 gets lots more special offers- Hooks, 
an incredible collection of Public Domain software for 8-bit 
and ST machines, exclusive software, binders and more. To 
find out what you are missing ask for a copy of our PAGE 6 
ACCESSORY SHOP LEAFLET. 
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THH RKSOL RCH FILK 



The Resource File is a new service provided by PAGE 6 
to help Atari owners {both 8-bit and ST) find source* of 
information > help and supply. An entry in this feature 
docs not necessarily imply any endorsement by PAGE 6 
and readers arc advised to check for themselves to ensure 
that the information is still current. We would ask any 
readers who rind information to be inaccurate or out of 
date to let us know so that an entry may be amended or 
deleted. 



RETAILERS 



The following 
retailers, to the best 
of our knowledge, 
support Atari S-bit or 
ST. 



ATARI WORLD 
15, 1 I'nnil 1 . Street 
Mjinclie^lur 
M4 'IH 

Tel, 0*1 8J4 -1*41 

BRIGHTON COMPUTER 
EXCHANGE 
2, Ann Street 
B rifi KlDD 

Te], 02 7 J HUSO 

CHIPS 

fl, Rugby R -1.1 
Worthing 
him UN 1 1 snb 

COMPUTER CENTRE 
114, Hi S h StffCCt 
Horochurch 
Emm 

Tel- Q4QM ^>*IJ 

COM PLTER WOR LD 
212 r Hrtiid Street 
Birmingham 

HIS 2AV 

Tel. 021 643 9100 

GAMER 

7 I ELbiI Street 

(Irifihinn 

Sui&tx B.N I lHQ 
T*l.f>2 T } "28*81 

GLASGOW COMPUTER CENTRE 
Virginia CallcricE 
11 Virginia Street 

Glasgow 
Gl ITU 

Tel.tiJ! SS2 1523 

GUERN SEY COMPUTERS LTD. 
•H. Commercial Arcade 
St. Pcicr Port 

Gurrrnc)' 

Channel Islands 
Trl.04.Hl 2R T 1R 

HI-Ft WESTERN LTD. 
$2, Cambrian Road 
Newport 
G«<nt 

Tel. 4433 bZnu 
INTOTO 

l s HeftlhCD&l Slreel 

Hockley 

.Notts. N-f i I 1AF 

T«l, i r,i : 

ji-nnincjS stores 

144 - 24&; Hertford Ruad 

Enfield 

Tel. 91 804 W 

LADBROKE COMPUTING LTD. 

33. firms kirk Hciad 

Prciton 

Laact. ■ > hi 2(ji' 
Tel,07T2 214T4 



LIVINGSTON COMPUTER 
c i:\thi: 
17, The Mall 

Oaia/fhiLI Shnppirtg iU-ntvc- 
Li vin gitun 
We-ii Lothian. 
Tel-OSO* 

MICROBYTE 
"1, Sea\ lew Road 
Lltcard 

Vial laarv 

Merieyiid.* L4S -IQW 
Tel. 091 6?Q*933 

MICRO-TRONICS 
2" a, .MarkiH SlreiM 

Tam worth 
Stalls 

Tel,0B2 -1 M480 

MIKES COMPUTER STORE 
J^Zs Lumlurj Knsad 
WeitcllfT-on-Sea 
P**ex SSO "JJ 
Tel.rOS 332554 

P.P. MURPHY A SONS LTD, 
Croat Lanus 
Df ojjhcdai 
Co- Louth 

Ireland 

Tel. 041 3'2« 

ONE STEP BEYOND LTD. 

I La, Castle Meadow 

Norwich 

NR] 3DG 

Tel, WJM)i*i 

OR DEM 

21, Harris Arcade 
Read inn 
Berk*. RC-L 1I>N 
Tel. 0734 V4-!&i 

PEAT S El . Kt TKi )MCS. 
19".. Parnell Street 
Dublin 1 
Ireland 

Tel. 0001 f 11199 

RADFORD HJ-FJ LTD. 
42, Gloucester Road 
BrUiol 
Avon 

Tel, 0272 42*247 

SILICON CENTRE 
T , Antigua Slreel 
Edinburgh 

Sen I l;Ln;J 

Tel. 03 1 $41 «S4i 

SOFTWARE EXPRESS. 
514- 516, Alum Ruck Rcud 
Alum Rock 
Etsrmmghsiin B8 

Tel. 021 UK ^SSS 

A.S. Wf JOTTON* SON 

116, Edlcttun Road 

Crewe 

CW2 7HD 

Tel. Ol^Q 1 141 IB 

VOHK COMPVTKH f ll[NTflK 
7, Stonrgatt Arcade 

TcL 0904 *41*o2 



L 



The only criterion for an entry in this column is that the 
retailer must stock PAGB 6, That is the only measure we 
have that a retailer is genuinely interested in supporting 
Atari. Phone us on 0785 21 3928 if you wish to be 
included. 



BBS 



Name: 
Number: 

Hours: 

Baud: 

Features: 



Gamlirigay FIDO 
0767 50511 

24 hours 
300 - 2400 
Atari SIG and 
program library 



Do you run a Bulletin Board which caters mainly for Atari 8-bii 
or ST? For an entry in this feature please send us details as above 
(5 words max on Features!) on a plain sheet of paper headed 
RESOURCE FILE - BBS 

Any background information included will be filed for 
reference but not published. 



USER GROUPS 



Name; 



Contact; 



Phone: 



CROMWELL 
atari user 
group 

Dave Leggeu 

3, Chestnut Close 

Brampton 

Huntingdon 

Cambs 

0490 50553 



Name; 



Contact; 



Phone: 
Members 



Members: Ail welcome 



Name; 



Contact: 



Phnncj 
S\ c m b c i 



Name: 



Cunt act r 



Phone: 
Mem bexs; 



SOUTH WALES 
ATARI GROUP 
Raymond Price * 
Mandeville House 
9, Lewis Street 
Canton 
Cardiff 
CF1 SJY 
17222 W4592 



'RAGE HARD' 
AUG. 

Tuny LongwOrth 
13, Greenfield Road 
Little Sutton 
South Wirral 
Cheshire 
Loo 1PE 
05 1 339 O405 
8 bit users 
everywhere 



('mi tact: 
PTinne; 
M erabt rs: 



Name; 
Contact: 



Phone: - 
.\i c mbeTsi 



LONDON 
ATARI CLUB 
P.O. Box 22 
llford 
Essex 
Send l.a.e, 
Anywhere inc. 
Europe> 

Australia, 
U.S.A. 

BOURNEMOUTH 
AREA 

COMPUTER 
CLUB A U G 
(BACCAUG) 
( !o 1 1 n H Lint 
0202 677895 
ST, 8-bit > hardware 
and software 
development. 



ST CLUB 
Paul Glover 
P.O BOa 20 
Hertford 
SGI J ftNN 



Mail only(?}. 
Worldwide. 



Do you want others to know about your group? Send details as 
above ONLY (5 words max. on Members!) on a plain sheet of 
paper headed RESOURCE FILE - USER GROUPS- 

That's ail you get! We will not publish any other details; as 
meeting times and places lend TO change- Appoint someone 
responsible to handle any enquiries received. 



IT'S UP TO YOU! 



II' ynu feel that your organisation should have an entry in this 
feature, write to us. Whilst we do have details of many other User 
Groups and Bulletin Btwsrds we have not included these as we do 
not know if the details are correct. 



PAGE 6 reserves the right to delete any entry from this feature 
for any reason- Inclusion does not imply any endorsement by 
PAGE 6 and PAGE 6 can accept no responsibility for the 
accuracy or completeness of an entry. Please tell us if you find 
any entry out of date. 
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YOU NEED A GOOD SENSE OF HUMOUR 
TO BUY FROM COMPUMART... 

WITH OUR LOW PRICES YOU'LL BE LAUGHING 
ALL THE WAY TO THE BANK! 




Am soft 

-3 



MICRODISKS 

Ram the UK's LARGEST Supplier 

tndivualiy packed in 
PBstic Cases - Boxed in 

PACK /PACK & » 
Phone for Quantity Discounts 



5% BLANK 
—DISKS 



Holds WO 
3-5" Disks 



3-5 Blank 
Disks 



NEW 



PRICES 



70 






05- \ +cip&p 


50 


55- s +t-?pbp 


SfnrJpe Box 
per bO 




100 


55 ~ -£2PirP 


Strong card 
boxes in fens 


£35- & +f?P&P 



Top Quality Ftiffy Guaranteed 

MMkMthfCsti/lBO fnv&cpes Latiefs Wnie Protect tdfaefeew 



VUZ. D/Sfts 
at 



10 


ss ~ 


D5~ & 9"5 *£ I pw 


50 


55" €59 95 JPtP 


£J5~ l§&+£2Pftf* 


100 


55"" 





Boxed flrr tons, tteer LaDeti 
Top Quatit y ■ Fully Guaranteed 




ALL Products are covered 
by the Compumart Guarantee* 



LOWER PRICES! 



P COMPUMA 



fc» T f0* ^j^sss 




LINES 

(OPEN FOR 34 HOURS) 
<5T S 1 S 262259 

(OSOWimil 



Pleai 



se Send Gwques/RO/s to.., p^P 

M 4 RT Dept PQ- Unit B - Falcon Street 
Loughborough - lefcs - IE/1 If #f 



Q, 




The THIRD GENERATION of Jeff Minter's unique LIGHT SYNTHESISERS 

- MIND/MACHINE SYNERGY - 

COLOURSPACE; allows the user to create dynamic, interactive light displays 

using the Atari's 320x200 51 2-colour graphics. Do it to music... yourears won't 
believe your eyes... 

COLOURSPACE: mouse control, over 100 keyboard commands, compatible 
with N EOchrome images (for foreground and background displays), 20 presets, 
84 definable Mghtforms, record mode, load and save of performance data from 
disk. 

COLOURSPACE: raw 68000 power harnessed to create a completely new 
artform... the first true light synthesiser.,, play light like music... 

COLOURSPACE, Discover why you bought your ST t 

NOW AVAILABLE at £19.9 5, from retailers of ATARI software or direct from 

LLAMASOFT 49 Mount Pleasant Tadley Hants 
Tel: 07356 4478 

SEND S A E FOR CATALOGUE & NEWSLETTER 



